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"There has never been anything like it for 
consoles in the U.S., so enjoy this nice little 


taste of the future.” 
| - GAMEPRO 


“This is a gaming revolution.” 
Totally Sweet 
- GMR 


Join thousands of players online as you design 
and build a hero in the mystical land of 
Tunaria—a persistent, role-playing world 
alive with adventure and excitement. Conquer 


PlayStation. 


challenging quests, battle a multitude of 


monsters and interact with thousands of 


others in the online adventure of a lifetime. 
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MONSTER TRIPLE-DISC SET INCLUDES 


FEATURE DISC 
_ » Anamorphic widescreen 
» 5.1 Dolby Digital Surround English dialogue and both 5.1 and 2.0 Dolby Digital 
Surround for Japanese dialogue with removable English subtitles on all three discs. 
» Animated by Madhouse (Trigun, X, Ninja Scroll, Vampire Hunter D) 
MINIPATO DISC 
* Screenplays by Mamoru Oshii (Jin-Roh, Ghost in the Shell, Patlabor | & 2) 
» Directed by Kenji Kamiyama (Jin-Roh, Blood) 


EXTRAS DISC 
» TV commercials 
» PATLABOR pilot film 
* Three documentaries on Patlabor including the making of WXIll 


98* 
| | SRP: $59. EACH Feature-Only version $24.98* 
A *Prices may vary in Canada 
Ry 9 0 80 , FOR FULL LIST OF SPECIAL FEATURES, VISIT: 
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o 08 www.pioneeranimation.com or www.patlaborthemovie3.com 


Also available — Feature Only version 


RESTRICTED €:3 
UNDER 17 REQUIRES ACCOMPANYING 
PARENT OR ADULT GUARDIAN 
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Games Go Pop 
by Dane Baker 


Gaming 1s finally edging into 
the mass market, but how can 


that be a good thing? 
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Zelda: The Wind Waker 


(GameCube) 


Tao Feng: Fist of the Lotus 
(Xbox) 


Tenchu: Wrath of Heaven 


(PlayStation 2) 


X2: Wolverine’s Revenge 


(X box) 
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The magazine you 
now hold in your 
hand went from 
zero to publication 
in slightly over four 
weeks. To the best 
of my knowledge, 
no one has ever 
done this before — 
I’ve never even 
heard of this being 
004 mm, nothing done before. Kneel 
Bt. Clinic. Closer before us you 


unwashed masses, 


we are as GODS... 
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When Master Keaton is on the case, justice _ 
will be done! From a gang of thugs in Greece | 
to terrorists in Germany or even the Russian 
Mafia in Poland, Master Taichi Keaton wields =$ 
his intellect an amazing arsenal of skillsto — 


triumph over every obstacle. Catch every \. 
exciting episode- now available on DVD! . i 
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Available March 25, 2003 


For the latest information on this 
and other Pioneer titles, please call 
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> The magazine you hold in your 
hands is a little different from 


the rest. For starters, Polygon isn’t a 
child’s magazine. It isn’t even a teen’s 
magazine. In covering the console 
videogame industry for 18-35 year 
olds, we'll be highlighting the most 
remarkable things in gaming culture 
that adults care about. Early on in the 
editorial planning process, we decided 
that quantity shouldn’t top quality — it 
doesn’t make much sense for a print 
magazine to try and one-up websites, 
who can publish hundreds of previews 
and reviews a week online. Instead, 
Polygon aims to take advantage of print 
as the perfect medium to bring you 


lygon Launches 


compelling, thoughtful coverage. So you 
won't find hundreds of games covered in 
each issue, but we will choose the most 
interesting ones and cover them from 
many different angles, inside and out. 
Our primary focus on games will be 
complimented by regular explorations of 
gaming culture, and game sightings in the 
mainstream. We'll also be concentrating 
on the unsung heroes of gaming: the 
developers — everything from profiles 
and historical narratives to guest columns 
and developer diaries. By shifting the 
focal point away from publishers (and 
the hype), we hope to give readers a 
compelling glimpse into the business and 
pleasure of creating console videogames. 


We will also take a sideways look at the 
industry with investigative features — not 
every Issue, since we won't invent a “crisis” 
just to have something to write about, but 
exactly as often as we discover compelling 
subjects that are worth digging into more 
deeply. One such feature appears in this 
very issue, starting on page 42. “Games Go 
Pop” examines the amazing rise of console 
videogames to unprecedented levels of 
mass-market recognition and appeal, very 
nearly the same level as that enjoyed by 
other popular forms of entertainment such 
as movies, television, and music (though 
not quite there yet). Games aimed at the 
hardcore audience aren’t going anywhere. 
They have and will continue to make up a 


significant portion of sales. But publishers 
and console makers are increasingly turning 
to casual, non-gamers to boost their profits. 
It’s too early to tell what lasting effect this 
trend will have on gaming, but — contrary 
to popular belief — we expect it to change 
things for the better. 

If you get the impression that Polygon 
is positioning itself a bit outside the inner 
circle that other publications enjoy, you'd 
be right. This isn’t just some flighty 
editorial philosophy, though — it extends 
to how we get the magazine into readers’ 
hands as well. Polygon will be distributed 
via independent videogame stores 
throughout the United States and online at 


polygonmag.com. Indie gaming shops are 


staffed by knowledgeable and passionate 
gamers, whom you probably won't find 
behind the counter of your average chain 
store. A lot of independents also carry used 
and retro games, a boon for those who'd 
rather not shell out $50 and $60 for a new 
title or wait out auctions on eBay. By 
working with the stores directly (instead 
of going through national distributors), 
Polygon builds personal relationships with 
store owners, and by extension, the gamers 
themselves. We strive to be the voice of 
this community of hardcore and casual 
gamers alike, who are looking for more 
from a videogame magazine. Join us as we 
chronicle the best that console games have 
to offer, month in and month out. 
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The Last 
Dreamcast Fighter 


King of Fighters 2002 
might be the final curtain 


call for Sega’s console 


MAETAS 


BE THE FIGHT 


The Prisoner 


One hapless intern. One bad 


game. One small room. Twelve 
hours. Psychological experiment for the 
betterment of humanity, or institutionalized 


sadism? Eh, who cares? This was cool... 


The Protagonists: Scott “Number 6” Ivey 
Vs. Britney’s Dance Beat 


Scotts notes: 


30sec — What kind of game is this? I get a 
mental picture of Britney scrolling down 
an alley, disarming oncoming thugs with 
kung fu moves ala Double Dragon to the 
petrifying sounds of “Hit Me Baby One 
More Time”. 


Imin — The intro is pictures of Britney 
flying across the screen. Maybe this won't 
be all bad. You could call me a fan of 
Britney. She is, without a doubt, the Anna 


Kournikova of the music industry. 


3min — OK, this is a rhythm -action 
game like DDR and PaRappa. I happen 
to like sports games myself, so this is a 


ch ange of pace. 


Sega’s barely cold Dreamcast is in 

a strange position — not yet old 
enough to be truly retro but unable to 
compete with consoles that haven’t been 
canned. In America, Sega is getting on 
with life, fitting nicely into its third-party 
publisher dress. This leaves others to carry 
the banner, such as tiny Japanese publisher 
Playmore, who is preparing to release 
King of Fighters 2002 in Japan this June. 
The company has had moderate success 
with previous Dreamcast titles, and may 
continue porting more NeoGeo games in 
the future. Joining the fray is, surprisingly, 
Sega Japan, who re-released a handful of 
the most popular Dreamcast games on 
March 20", “due to popular demand,” 
or so the PR spiel goes. Since a bigger 


company like Sega isn’t as content to reap 


lOmin — My first audition was a breeze. I 
blew my competition away with my fancy 
finger/footwork, and Britney knew true 


talent when she saw it. 


2hrs — I am now a big name in the 
underground dance scene. Took longer 


than it should have. Britney keeps 
appearing to show me what she can do 
— I become distracted gazing at the 
screen while my score goes to hell. Come 


on, concentrate | 


Shrs — No way I'm letting her get the best 


of me! Oh yeah, I'l] show her... 


Thrs — So that’s how it’s going to be, is it 
Britney? You're lucky you're just a figure 


on the screen or I'd spank you... 


8hrs — Made do with spanking 


myself... That’s better. C’mon ho, I got 


your number! 


lOhrs — My yelling alarmed the rest of 
the statf. After being calmed down a little 
and given food, my blood sugar returned 


to normal. 


small profit margins as Playmore, we 
suspect they may Just be unloading excess 
inventory. Either way, the Dreamcast may 
see sporadic original releases (no, all that 
anime porn doesn’t count) just like SNK’s 
2D powerhouse NeoGeo, whose games 
still sell for hundreds of dollars a pop. A 
plethora of still-great games that sell used 
for beans plus the occasional new game 
could mean a new title for the one-time, 
would-be PSOne killer: retro king. 
—Dane Baker 


lOhrs 30min — Upon reflection I realized 


I had become obsessed with showing 
Britney my worthiness. I had been 
teetering on the edge of pop-zealotry, 


and the Abyss had stared back into me... 
Ithrs 45min — I'm... /urting... 


Afterthoughts: | learned a valuable 

lesson that day. I learned that, no matter 
how terrible a game might be or how 
unmanly you might feel afterwards, if 
you are forced to play it you adapt to your 
environment and become part of said 
game. Hey, um, my Mom isn’t going to 


see this, is she? 
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just laze around working 


I’d say that my favorite 


> 


would have to be Street Fighter 


video game of all time 


Alpha 2. | used to play the game 
after work for three hours every 
day. At one point during my 
college days | worked for a while 
at the San Francisco Museum of 
Modern Art running the theater 
for events. Of course | eventually 
started fantasizing about playing 
video games on the main screen. 
It didn’t take long for me to me 
be overcome with the urge to 
give it a try. | ran wires all over 
the theater trying to patch in to 


video system from the fifth row: 
my favorite spot in the house. | 
dragged the large speakers out 
on to the stage, taped everything 
down and went up to the sound 
booth. After a bit of configuring, 
tweaking, and troubleshooting, | 
finally had a PlayStation projected 
on a theater screen. | balanced the 
system on the seat next to me in 
the center of the fifth row, and 
played Street Fighter Alpha 2 with 
literally life sized characters. It was 
quite an experience. 

— Ethan Pearson, Portland, OR 


Better with Beer 
Dead or Alive Xtreme Beach Volleyball 


, Sure, this is a no-brainer: a few beers + (ridiculously fabulous 


babes + very little clothing) x (jiggles) = good times. However, 


what makes DOAX the perfect barley-malt accompaniment is not 


the ogle factor (although 
by the above formula, 
yeah, that’s pretty 
important) but because 
DOAX is less a volleyball 
game than a vacation 
simulator. So, as your 
motor skills deteriorate 
with the intake of ethanol, 
you can leave the courts 


behind and go gambling or 


on her tan. And ogling. 


Believe it or not, there’s a new 


portable videogame system 


launching this fall. Cell phone maker 


Nokia 1s getting into the game with N- 


Gage, a new cell phone platform designed 


from the ground up for memory card- 


Nokia takes 


on Nintendo? 


Sort of... OK, not 
really... maybe... 


based gaming. 

Nada Usina, General 
Manager and Director of 
Media and Entertainment 
for Nokia Mobile Phones 
(Americas), said N-Gage 
is aimed at gamers aged 
18 to 35, but doesn’t 


consider the device as 


competition to Nintendo. 
“The Nokia N-Gage game deck 1s 


not competing with the traditional pocket 


games devices. It 1s creating an entirely 


new category of device in the games 
market,” said Usina. “N-Gage differs 


from existing products because of its 


wireless multiplayer and online capabilities 


that allow totally new games and games 


services, as well as its other music, phone 


& PIM functionality. The high quality 


color screen, together with Bluetooth 


connectivity and GPRS support, allows 


consumers to play multiplayer interactive 


games in a completely new way. In 


addition, it also has excellent portable 


phone capabilities.” 


At their recent press unveiling in 


London, Nokia showed off the hardware, 


along with a smattering of titles: a Sonic 


Conspiracy buffs may note that “5” and “7” are both prime numbers and add up 
to “12” — clearly the Illuminati (and possibly the Masons) are tipping their hand... 


~ NOKIA 


N-Gage’s form factor looks functional as a game system, but how useful is it as a phone? 


game from Sega, a version of Tomb Raider 
from Eidos, and a pair of as yet untitled 
games: a kart racer and a snowboarding 
game. While all four were still early in 
development, all were playable, and the buzz 
among those who gave them a spin was 
generally of the “Hey, this 1s cool” variety. 

In addition to Sega and Eidos, 
Activision, THQ, and Taito are all on 
board for N-Gage, which will run on the 
Nokia Series 60 platform and the Symbian 
Operating system. The system will come 
with five games, and additional memory 
cards will be sold at retail and through 
Nokia’s Web site. 

Nokia has yet to announce a price, 
but word on the street puts N-Gage at 
$200 or more. So, those same analysts 
speculate that Nokia may defer some of 
this cost to wireless carriers in an effort to 
reach a more attractive price point among 
gamers used to paying around $99.95 for a 
GBA SP (which, remember, Nokia isn’t 
competing with...). The games themselves 
are expected to sell for a typical market- 
friendly $30 or less. 

Besides the potentially high price 
point, however, the only obvious knock 


on the system so far 1s the lack of battery 


power. Unlike the GBA SP, which offers 
10 hours of battery power with the 
backlight on (and 18 with it off), N-Gage 
Is promising a comparatively pathetic 
three to six hours. As with most cell 
phones, however, the batteries are fully 
rechargeable and additional ones can be 
purchased. It’s also worth pointing out 
that it took Nintendo 14 years to provide 
a long-lasting, back-hit, color screen, and 
given that Nokia are used to pumping out 
new cell phone models every six months 
or so, 1t may not take N-Gage nearly that 
long to catch up. 

From a wireless games perspective, 
N-Gage should be leagues better than 
the current crop of weak downloadable 
wireless games. N-Gage allows for online 
gameplay via Bluetooth for short-distance 


gaming (up to 40 feet) at no additional 


cost, and regular wireless service for longer 


distances. It also enables game developers 


to create downloadable content. 


Whatever the long-term prospects for 


Nokia's new system may be however, you 
can be sure we'll not only be following 
further developments closely, but also be 
certain we ll put it through its paces when 


it arrives later this year. — Jolin Gaudiosi 
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The Experts 


Crankin’ and bankin’ 


Jim Campisi, meet Ace Combat 4 

and Top Gun: Combat Zones tor 
PlayStation 2. Campisi 1s a prominent 
figure in the PC flight sim community 
and a former Navy fighter pilot with 
experience in a number of craft including 
the A-7, A-10, and the F/A-18 Hornet. 
He currently flies for a civilian airline out 
of Georgia. We asked Campisi to take 
us through some of the intricacies of air 
combat, and see how Ace Combat and Top 
Gun stack up in the reality sweepstakes. 

In touting Ace Combat 4, Namco 
noted that the game includes the latest 
fighter jets employed by the U.S. Air Force 
and Navy. The differences between types 
of jets in AC4 seem subtle at first, but 
you can certainly tell them apart during 
dogfights or air-to-ground campaigns. 

Campisi agrees, to-a point. “| ‘feel’ 
the A-10 in AC4 has a definite difference 
than some of the fighter aircraft portrayed. 
[I think in most of these console games 
though there is too generic a feel to the 
flight models and the differences in real life 
aircraft are much more marked than any of 
the console games I’ve played. One of the 
things that bugs me 1s the lack of energy 
bleed [loss of energy or airspeed when you 
turn the aircraft very hard—ed.] in climbs 


and hard turns, making dogfighting a basic 


One sticking point with today’s console air combat titles remains the overly simpli- 
fied dodging maneuvers, such as jinking and banking, to avoid incoming enemy fire 


pull, turn, shoot exercise no matter what 
your energy state is. This is a pretty big 
departure from reality.” 

Although Namco, Konami, Titus, 
and other companies have a number 
of real-life elements simulated in their 
console fighters, one sticking point 
remains: enemy A.I., particularly during 
aerial dogfights. Campisi notes, “It’s just 
not good enough in any of these games 
I've tried. Jinking or moving the aircraft 
radically back and forth to avoid gunfire/ 
mussile shots, 1s especially unrealistic. 
It’s Just too easy to 
defeat threats, with 
some basic canned 
maneuvers that 
would just not work 
in the real world.” 

Missions are 
the main course for 
air combat titles, 
with a variety of 
assignments ranging 
from dogfights to 
beachhead assault 
to single-target 
runs. The latter is 
the least like real 
world assignments, 
according to 


Campisi. “Some of 


them, especially the waterfront missions, 


have too many targets and bandits to deal 
with, and you have to make many passes at 
defended threat areas. With a real fighter 
group, you have much more coordinated 
help and you tend to concentrate a great 
deal more on just one task, while other 
elements of your strike force take care of 
the enemy planes and SAMs.” 

Campisi outlines what a typical 
mussion would look like. “A typical 
real-world attack 1s one involving a low 
altitude run in to the target to avoid 
SAMs. If you're flying a bomber, you 
concentrate solely on dropping your bomb 
load on the target in one pass, then getting 
out of dodge. You leave the jamming to 
the jammer aircraft, the fighting to the 
escort fighters, and your method of self 


defense is getting out.” — Dane Baker 


Malice 


Be Way back in July of 2000 

~ Argonaut announced a third- 
person action game which would use the 
developer's new ShadowCaster engine, 
being developed on Xbox-simulating 
P1000 computers armed with GeForce 
2 cards. Work on the game we know as 
Malice had begun. 

At CES 2001, Malice was shown off 
as an example of what the Xbox would 
be capable of. The game impressed with 
its distinctive and cutting-edge visuals, 
and even though little of the actual game 
was demoed, Microsoft deemed Malice 
sufficiently promising to mark it as an 
Xbox exclusive — it was to be one of 
several killer apps at the console’s launch. 


Beam forward to August 2001 and 


not only had Malice become a dual-format 


project (a PS2 version was announced 
at this time) but Argonaut also declared 
that Malice: A Dark and Comic Fiery Tale 
(same game, new name) would not 
be released until 2002. The 
Xbox launch came and went 
without any sign of Malice. 
More than two years 
had passed since it was 
announced, and nearly 18 
months had elapsed since 
Its presence at CES had helped 


whip the media anc gamers into 


something of an Xbox frenzy. In May 2002 


it was confirmed that Malice would finally 


hit the stores in time for Christmas of ’02. 


But, as everyone knows, Malice didn’t fill 


any stockings last year. In fact, as late as the 


fall of 2002 Malice was reportedly suffering 
from significant frame-rate problems. 
Somehow, even though it appeared to 

be just shy of perfection way back at the 
beginning of 2001, Malice had regressed. 
(If, of course, we're to be so naive as to 
imagine that the original demo reflected 
anything like what Argonaut could get 
from the Xbox hardware...) 

The current sitch? Julian Paul, 
Chairman of Argonaut, spells it out nice 
and clearly: “Malice has been delayed 
from the first quarter of 2003 until the 
autumn of this year. This is in order 
to allow further development time to 
accommodate editing and gameplay 
alterations ay so make a uniformly high 


quality title.” An admission as transparent 


i, 
as that really isn’t what we wanted to hear. 


Still, we're holding our collective breaths, 
hoping Argonaut can pull through with 
this once-hot, now-tepid title. 


— Jonti Davies 
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By Brendan Sinclair 


onspiracy Entertainment is a 
publisher seemingly at odds 
with itself. Its lineup of titles 
can be broken down into two 
main categories: one targets 
hardcore niche gamers with 
discriminating tastes, and the 
other 1s made up of family- 
friendly licensed titles. This 
in itself 1s not so odd — many publishers 
offer a diverse brary — but with a lineup 
like this, Conspiracy could hike up its 
prices. The hardcore crowd 1s notorious 
for being willing to pay through the 

nose for a unique gaming fix, while 
history has shown that properly licensed 


games will sell to fans at any price, 


regardless of quality. Despite this, many of 


Conspiracy’s games hit shelves at a bargain 


price point. 

As the company’s director of PR and 
marketing, Vince Matthews, suggests that 
the company has an ace up the sleeve that 
can make this unique approach to publish- 


ing work. “We are a small boutique pub- 


lisher, but everyone here has been involved 


in games and are gamers,” Matthews says. 
“We just want to bring great content at 
great prices and value to consumers.” 

For many gamers, “bargain-priced 
software” 1s synonymous with “hastily 
thrown together trash unfit for a coaster.” 

“There is a perceived notion that 
it’s discounted either because it’s not 


good software or because it’s an older 


title,’ Matthews says, suggesting that the 


winning combination for a budget title 


includes positive word of mouth, packaging 


that clues customers into the depth and 
substance of the game, and positive reviews 
in the media. “We make a point to get 
those titles in the hands of editors so they 
can see the quality of the product.” 
Another method Conspiracy has 
employed to change the current mindset 
regarding value software 1s importing 
proven titles and localizing them for the 
American market. Although you might 


not know it, three installments of the 


Japanese Choro Q line of super deformed 


car games have already been released 
under the Conspiracy banner and can be 
found in American bargain software bins 
from coast to coast. Choro Q might not 
ring any bells for most, but older gamers 
may remember the series’ original U.S. 
incarnation in the early 80s, when it 
spawned a minor fad with a line of (real) 
tiny toy cars called Penny Racers. 

On top of the Choro Q series, 
Conspiracy has imported a couple of 
titles (so far — keep reading) from ace 
developer Treasure, well known for 
making top-notch action titles with a 
limited, but ferociously dedicated fan 
base. The ridiculously action-packed 
shooter Bangai-O on the Dreamcast was a 
Conspiracy- Treasure collaboration, while 
Stretch Panic for PS2 was directly overseen 


by producers at Conspiracy. 
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Treasure has done really well tor 
us,” Matthews says. “All those titles have 
been very successful and we continue to 
look to the Japanese market for titles to 
bring over to the American market.” 

While the benefits of buying up 
established foreign titles for domestic release 
seem just about self-evident, Matthews says 
that just like any other game development 
process, it has its own problems and pitfalls. 
“Localization takes time, and you're 
trying to localize a product for the U.S. 
marketplace but sometimes things just don’t 
apply to the US.” 

Matthews points to Eidos’ insect 
simulation Mr. Mosquito as just the type 
of property that requires a fine balancing 
act when adapting it for the domestic 
market. “That’s a very unique game, and 
localizing it could take away some of 


the great things that make it so unique. 


There’s a very delicate compromise there.” 


While Matthews won’t talk about 
the next batch of foreign titles Conspiracy 
has its collective eye on acquiring, he 
acknowledges the company isn’t about 
to drop the import part of its business 


any time soon. “We're always looking 


for unique games. There are a little over 
a half dozen games from the Japanese 
market that we're looking to bring over 
here. Expect good things.” 

Another big chunk of Conspiracy’s 
business comes from its stable of licensed 
titles. Much like “bargain-priced 
software,” “licensed title” does not carry 
with it a glowing connotation for most 
gamers. This is another preconceived 
notion Conspiracy is looking to shatter. 

“We're not about just taking a finished 
product and slapping a license on it,” 
Matthews insists. “That philosophy doesn’t 
work anymore. It’s very important that we 
take a license and pull out of that license the 
key things that people are interested in. [The 
Game Boy Advance title] An American Tail: 
Fievel’s Gold Rush is an incredible animated 
adventure. When we acquire a license, we 
make sure that we produce a title that is 
worthy of that license.” 

In what could only be seen as a serious 
etfort to kill two birds with one stone, 
Conspiracy 1s attempting to combine its 
penchant for putting out hardcore gamer 
niche tare with its fondness for family 
friendly licenses. The result will be a pair 
of forthcoming Treasure-developed titles 
based on the surprisingly intelligent Tiny 
Toon Adventures. 

Treasure’s take on Tiny Toons won't be 
seen on American shelves for a while yet, 
but in the meantime Conspiracy is hoping 
to have a bargain hit on its hands with the 
SCi-developed Rally Championship for the 
GameCube. After getting some hands-on 
time with a nearly complete version of the 
game, we have to say that Conspiracy’s hopes 
for RC may soon be realized. 

The emphasis on Rally Championship’s 
development right from the get-go has 
been on realism. The career mode gives 
players an entire track to themselves as they 
try to beat the best times of AI drivers, 
just like in a real rally race. Players are 
given control over customizing their car’s 
performance from gear ratio to ride height 
to tire compound. The cars get dirty and 
take damage throughout the race, and 


this has a serious impact on gameplay. 


In an effort to beat the contradictory 
Conspiracy analogy into the ground, 
we've over-analyzed every aspect of the 
company and come up with the following 
dichotomies. Consider the following... 


BP» = Not quite a budget-priced clearing 
house and not quite a top price point 
publisher, the company publishes games at 
$10, $50 and at seemingly every price point 
in between. 


2? Conspiracy published the niche 
titles Bangai-O and Record of the Lodoss War 
for the under-performing Dreamcast, but 
also publishes titles based on mass-market 
appeal licenses like The Land Before Time 
for the Game Boy Advance, perhaps the 
ultimate mass-market platform. 


3 » Conspiracy picked up Shin Combat 
Choro Q for PlayStation 2, the same 
Japanese title for which importers still 
charge upwards of $60 a pop, translated 

it into English and released it in North 


America as Seek and Destroy with a price 
tag of $9.99. 


4. Conspiracy has top-notch Japanese 


developer Treasure make its next big title, 
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but instead of having them work on the usual 
kinetic twitch fare that Treasure is renowned 
for, Conspiracy has the talented development 
house working on a licensed Tiny Toon 
Adventures game for the PlayStation 2. 


5 # Although it’s still primarily a game 
publisher, Conspiracy is branching out into 
other forms of media. The company is work- 
ing on a line of ambient entertainment DVDs 
chock full of soothing images of aquariums, 
beach scenes and other such pleasantries. 


Conspiracy Entertainment's catalog of titles 


is nothing if not diverse. Here are a few of 
the company’s more notable offerings: 


Amazing Virtual Sea Monkeys (PSone) 
Bangai-O (Dreamcast) 

p>» Enclave (Xbox) 

BP» Gadget Racers (PS2) 

B» ~ Hidden Invasion (PS2) 

B» ~ Record of the Lodoss War (Dreamcast) 
BP» Road Trip (PS2) 

Seek and Destroy (PS2) 

Stretch Panic (PS2) 


Conspiracy’s upcoming titles include Rally Komp mac 

Championship on GameCube, American sa 
ENTERTAINMENT 
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Fisherman and Party Animals for Xbox, X10, 
a multi-platform first-person shooter, and 
the Treasure-developed Tiny Toons: Defenders 
of the Universe. 
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Break your headlights on a night level or 
blow your steering and suspension at the 
beginning of a jump-ridden race and you'll 
find out in a hurry that these rally cars 
arent the indestructible bumper cars of 
Gran Turismo 3. 

“SCi actually worked directly with 
a number of rally drivers, went to the 
rallies, and they worked very closely with 
these guys to get the physics of these cars 
down and include real-life rally techniques 
into the game,” Matthews said. “We've 


taken the title to a rally event and the 


thought the title was very challenging, 


as the sport 1s very demanding, but at the 
same time a lot of fun.” 

Though it’s clearly challenging 
(especially given the merciless lap times of 
competing drivers on the hard difficulty 
setting), the game's controls have a 
quality that makes driving and power 
sliding more of a developed art than a 
cold, hard science. That’s thanks in large 
part to a physics engine that is complex 
and convincing enough to make our 
never-been-behind-the-wheel-of-a- 
rally-car selves assume it’s fairly realistic. 
Over the course of our hands-on time 
with the game, we only noticed a couple 
of potential Haws in the game’s physics 
engine. First, turning at low speeds and in 


reverse seems awfully lenient and feels like 


drivers were there, playing the game. They 


backing up on ice. Our other gripe with 
physics only came up when we willfully 
tried to break the engine (and our rally 
cars) by getting up ridiculous amounts of 
speed and crashing 1n improbable ways. 
Even then the engine performed admirably 
in most cases, with only an occasional 
quirky or unexpected result of a crash. 

Graphically, Rally Championship has 
shaped up nicely. The cars and tracks are 
all highly detailed and look great. One 
particularly nice effect 1s the change of a 
cars appearance as the race goes on. What 
starts as a showroom-quality Subaru will 
almost assuredly wind up in need of a car 
wash by the race’s end, and could also need 
a body shop depending on how well you 
drive. Body panels break, fenders fall off 
and crumble zones crumple. Unfortunately 
it seems like the cars get banged up the 
same way every time. Beyond that, some 
of the roadside elements and obstacles, 
from low polygon rocks to flat bitmapped 
trees, leave something to be desired. 
Thankfully when you're in the middle of 
a race and trying to pay attention to your 
navigator, the road ahead of you, and your 
lap times, visual problems with the scenery 
are mostly not that noticeable. 

And if the learning curve in the 
game's realism-oriented career mode is a 
bit steep for some players, they can always 
try the much more lenient 2-4 player split 
screen mode, or the single player arcade 
mode in which your only goal is to make 
it to the next checkpoint before the time 
runs out. For a bit of intense pick-up-and- 
play fun, there’s a quick rally option that 
lets you race on unlocked tracks with the 
same demanding conditions of the career 
mode. The game offers 29 cars to unlock 
and 33 stages across four global regions in 
which to race them, plus three difficulty 
levels. Rally Championship should offer 
plenty of replay value for both casual and 
more dedicated racing fans. 

Considering its lineup of titles 
crossing cultures, genres and price points, 
Conspiracy Entertainment might never 
establish itself as a big time player 1n any one 
genre or style of game. On the other hand, 
that doesn’t seem to be the company’s goal. 

“We are a very young, aggressive 
media company,” Matthews says. “We're 
looking for unique opportunities. We want 
to do cool stuff that people don’t necessarily 


think of froma video game company.” 
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TO SAVE HUMANKIND, YOU 
MUST CHANGE INTO A HERO. 


www.robotechgame.com 
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are trademarks of Nintendo. © 2001 Nintendo. Licensed for play on the PlayStation 2 computer entertainment systems with the NTSC U/C designation only. 
“PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox and the Xbox logos are either registered 
trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries and are used under license from Microsoft. The ratings icon is a registered 
trademark of the interactive Digital Software Association. All other trademarks and trade names are the properties of their respective owners. 


CHANGE OR DIE 


Violence 


NINTENDO 


d 


SMOIIADA 


022 


The coolest movie of 
the last five years is 
about to become one 


Pogue 100% 


cool game (or we hope 


SO, anyway) 
Ate 
bi a 4 ea 
Developer Sumply put, Larry and Andy well as overseeing production of all the 
Shiny Entertainment : Wachowski want to have the same in-game cinematics. 
h impact on videogames that they’ve had on It’s abundantly clear that Enter 
Publisher = ° ar — “ 
a movies. Avid gamers both, “the boys” (as the Matrix is anything but just another 
nfogrames e : ; — 7 7 A 
uber producer Joel Silver refers to them) licensed movie game. Perry refers to the 
Date oF Rance aten were hands-on with the creation of Enter project as a “partnership with Warner 
Q er 2()() ‘ it, BH . a rT , 39 a 
eummmer 200) the Matrix, the ambitious new game spin-off Bros. and the Wachowskis.” He admits 
Due Date under development at Shiny Entertainment. he could have thrown together any old 
May 15, 2003 Beginning with a 245-page script game and have it sell millions based 
— written specifically for the game, the on the license alone, but he, like the 
Platform ae "oe. 
brothers brought Shiny founder Dave Wachowskis, wants to change the way 
GameCube, PlayStation 2, Xbox ; —_" ; ‘ : ‘ , 
Perry into their inner sanctum, divulging movies and videogames converge. 
Track Record all the secrets of the forthcoming Matrix After playing four levels of the nearly 
Sacrifice, Messiah, Wild 9, RC Stunt Copter sequels and Animatrix shorts to paint completed game at an all-star gala on a 
thes 2 — sae a the very large landscape of the Matrix Warner Bros. sound stage (attended by 
Shiny’s record is riddled with innovative ideas that get : o = é 
bogged down in their own technology and get delayed universe. The Wachowskis also directed Keanu Reeves, Laurence Fishburn, Jada 
so long they become irrelevant (Messiah). However, a full hour of 35mm footage with the 25 Pinkett Smith and many of the rest of 
when they're on, they're brilliant (Sacrifice); Enter the a3 sss . — — : - . 
i? ng actors from the film for use in the game the movie’s cast), it looks like fans of the 
Matrix is fully on schedule, so... 2 


at the beginning and end of each level, as films and gamers have something to look 


forward to besides the two new films and 
the Animatrix DVD. The story for the 
game is actually set up by one of the nine 
Animatrix short films, “The Last Flight of 
the Osiris.” Created by Square Pictures 
(their last hurrah before the studio 
closed), the 11-minute CGI film focuses 
on a human ship that discovers that the 
last human outpost 1s under attack by 
sentinels. They need to get a package to 
Zion to warn them. 

“We're the crew assigned to find the 
package that was dropped 1n the mailbox in 
‘The Last Flight of the Osiris,’ explains Jada 
Pinkett Smith, who plays Niobe, captain of 
the Logos, the fastest ship in the fleet. 

In a departure from typical movie- 
based games, the main stars of the film 
have minor, non-playable roles in the 
game (nope, you won't be playing as Neo), 
while the main stars of the game, Ghost 
(Anthony Wong) and Niobe, play minor 
parts in the two movies. The game and 
the films are intended to complement each 
other, recounting the same events from 
the perspective of different characters. 

And in fact the game itself offers two 
diverging stories, each comprised of about 
30 levels. You get to play either as Ghost, 

a Zen Buddist Aztec assassin, or Niobe. 
While each story 1s unique, opening new 
levels and events, they converge at certain 
points — much like the game and the films. 

“If you play as Ghost, you'll 


automatically ride shotgun in the driving 


levels, which allows you to fire out the 
window at agents hunting you down,” 
explained Perry. “When you play the 
game as Niobe, you'll get to drive through 
a complex Matrix world filled with real 
traffic and pedestrians, while a computer- 
controlled Ghost takes out the enemies.” 
The game reflects a mixture of 
different genres. Roughly a third of the 
60 levels involve driving within a 3D 
universe, either 1n a car on the streets of 
the Matrix “dream” world or in one of the 
rebel ships through 
the underground 


grids of the “real” 


Two characters, two storylines, 
one game — and if that’s confus- 
ing, try figuring out the relation- 
ship between the game story and 
the movie 


“I think after this game comes out, 


world. Each of these it will impact the way games are 


types of driving 


employs unique 


made. Although it’s unlikely it will be 


eerie replicated to this extent, it will be 


The rest of 
the game 1s a blend 
of free-roaming 
3D exploration, 
gun-toting action, 
and tmriartial arts. 
Rounding out the experience is an 
homage to classic text-based games 


like Zork — Perry had his team build a 


hacking system that enables you to use any 


computer in the game to hack into the 
Matrix and uncover more details about 
the universe. Both playable characters 
come equipped with a “focus meter”, 
and Focus 1s what enables you to perform 


the feats of outlandish action the Matrix 


the model for a new way to make 
movie-based games.” 


— Lachy Hulme 
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Um, aren't you supposed to run when you see 
an Agent? May the Focus be with you... 


J ad Abd: nkett-Smith 


The Wachowskis originally considered Jada 
Pinkett Smith for a part in the first film when 
she was still dating Will Smith, who was also a 
potential star of the movie. Things didn’t pan 
out for either of the now husband-wife team 
the first time around, but Jada’s now the star 
of a videogame. 

She’s also a fan of gaming (just like her 
husband). “My favorite game is Resident Evil, 
but there’s nothing that compares to this 
game that we made,” said Pinkett Smith. “The 


movies are known for, like bullet time 
and running up walls. 

While the game’s lofty goals may 
make it seem like Shiny has stretched the 
team too thin, Perry spent nine months 
in pre-production of the game and a year 
developing proprietary technology that 
enabled everything to come together as 
planned and on time. 

One of the key focus points was 
developing the virtual actors. “Most 
games today can show a dozen or so 
characters on screen at once, but they 
don’t look human,” says Perry. “The 
Wachowskis wanted us to put the camera 
right in the characters’ faces, so we had to 
create new technology to allow detailed 


game characters. 


Hey, any game that let’s you pound on guys twice your size is fine by us 


Wachowskis are videogame and anime junkies. 
They know what they want.” 

She was sent the scripts for the two 
sequels, and then a third script arrived. “| was 
told I’d be involved in the videogame, and | 
thought it’d be like 30 pages or something and 
I'd have to make those little noises you make 
when you get punched, like grunts ‘Oomph!,’ 
or yell ‘Stop, don’t go there!’ But it was like 
this massive 200-page script. It was even 
bigger than the movie scripts.” 


“We created a proprietary real-time 
tessellation system,” Perry continues 
“This allowed us to transfer detail to the 
characters for their close-ups, and then 
seamlessly lose that detail for wide shots. 
Enter the Matrix has more bones in a close- 
up shot of a character’s hand than most 
games devote to an entire character. We’re 
able to lose the bones as you pull away, 
allowing the character to interact with 
dozens of others in action sequences.” 

Every actor in the movie had their 
face cyber scanned with 350,000 polygons 
of data, which was scaled back to between 
20,000 and 30,000 polygons for close- 
ups and 408 polygons for wide shots. The 
principle actors spent four months directly 
on the set of the movie, in and out of 
motion capture suits to bring over 3,500 
moves to the game (which, of course, 
meant certain Shiny team members had 
to travel to Australia during principle 
photography). Rounding out the actor 
participation was mo-cap of all the actors’ 
faces, using 42 reference points as they 
read their dialog from the script. 

“There was no difference between 
the game and the movie on the set,” 
explained Pinkett-Smith, who often went 
from game mo-cap to wardrobe to movie 
filming all in the same day. 

“Enter the Matrix is revolutionary in 
many ways, said Lachy Hulme, who plays 
Sparks in the game as well as all three 
films. “I think after this game comes out, 
it will impact the way games are made. 
Although it’s unlikely it will be replicated 
to this extent, it will be the model for a 
new way to make movie-based games.” 


—John Gaudiosi 
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“lam Claudia... 
Remember me, and 
your true self as well. 
Also, that which you 
must become: The 
one who will lead us 
to Paradise — with 


b 


bloodstained hands...’ 


Grim, bloody, and disturbing — what’s not to love? 


Developer 


Konami 


Publisher 


ry 


Konami 


Date of Conception 


January 2002 


Due Date 


August 2003 


Platform 


PlayStation 2 


Track Record 
Silent Hill, Silent Hill 2 


The team within Konami working on SH3 is almost all 
the same people who worked on the first two, so expect 


more of the same in the third installment. 


Few game series can lay claim 


to being as consistent — or 
as freakish — as Konami’s Silent Hill. 
The original was, well, a true original. 
Released not long after Capcom’s Resident 
Evil made horror-themed games the latest 
hot trend, Silent Hill was practically the 
anti- RE: its hero, Harry, was a regular 
guy who could barely shoot straight, and 
most of the game’s chills came through 
inward-driven mind trips, not slavering 
zombies (although, it had a few of those 
LOOse0 SOE Ol an)e Slie DEWEed Sven Cecper 
into that potent vein, showcasing sights 
and sounds so grimly disturbing, Konami 
very nearly didn’t show the trailer that 
year at E3. And all the signs so far point 
to Silent Hill 3 being more of the same 
— which in this case, 1s a very good thing. 
SH3 stars Heather, a young woman 
whose normal, everyday world of malls 
and burger joints 1s suddenly upended 
and, for no immediately apparent reason, 
filled with terrifying and deadly creatures. 
Initially, her goal 1s simple survival, to 
find some means of getting away alive. 
And then, a mysterious (and pretty creepy) 


older woman who calls herself Claudia 


tells Heather in roundly cryptic terms that 
all this is happening for a purpose, and 
Heather has an important, 1f unwilling, 
role to play. 

After Silent Hill 2, it’s apparent that 
the Konami team wasn’t content to Just 
sit on their collective hands and make 
do with that game’s engine — having 
played the demo, we can confidently state 
that Silent Hill 3 is, in a word, stunning. 
Although, as per usual for this series, you 
cant exactly call any of the characters 
attractive — even the “normal” Heather is 


rather pale, thin, and looks as though she 


could use a good exfoliating — within 
this deliberate choice of style the attention 
to detail is impressive. The character 
animation in particular 1s so smooth and 
lifelike, even during gameplay, you'd be 
hard pressed to imagine any room for 
improvement; squint a little and you could 
almost believe you’re watching a movie. 
Sound and music composer Akira 
Yamaoka also seems well on the way to 
outdoing himself. The previous game’s 
use of 3D sound played a major role in 
keeping both the tension and the creep 


factor high, and with the updated and 


Heather has yet to learn that shooting things in Silent Hill never does you 
any good in the end — the physical threat is the least of your problems 


ACOB’S MIST 
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* Protagonist sees demons and _—* Protagonist sees demons and 
specters everywhere. specters everywhere. 


* Protagonist has flashbacks he * Protagonist has flashbacks he 


doesn’t understand at first, or she doesn’t understand at 
but slowly realizes what they first, but slowly realizes what 
mean. they mean. 
* Protagonist has visions of * Protagonist is actively chased 
mutilated bodies. by mutilated bodies. 
Yargh... the critters in these games just keep * In the end, it turns out the * In the end, it’s possible that 
getting more and more twisted, but we mean protagonist is dead, and the protagonist is dead and 
that in a good way didn’t know it. doesn't know it, but, um, 


really, who knows? 


027 
improved 3D sound libraries that have 
COme available since (like, possibly, 
Dolby Digital, although Yamaoka hasn't 
seen fit to reveal his exact choice) it 
ought to make SH3 a fully immersive, 
even overwhelming experience. The 
soundtrack 1s also notably different from 
the previous two games, opting for a more 
modern, almost rock-opera sound, most 
likely as a reflection of the game’s much 
younger protagonist. 

Which brings up a final, interesting 
point. Through the previous two games 
it’s become clear that on one level Silent 
Hill, the town, is intended as an Earthly 
plane of Hell (or perhaps, simply is a 
plane of Hell). While there, each story’s 
character 1s forced to confront their 
deepest failings and perceived sins. For 
example, James in SH2 was obsessed over 
his dead wife, so most of the apparitions 
and creatures confronting him were 
recognizably feminine — often mutilated 
and deformed, sure, but clearly female. If 
this is the case, it does make one wonder 
why the creatures revealed thus far in SH3 
are not only nominally male, but in fact 
rather aggressively phallic in appearance. 
Just what might this mean regarding 
Heather’s fears, sins, and hidden secrets? 

At this point, of course, we don't 
have a clue. But were willing to bet 


money we'll have one freaky time trying 


to figure it out when the game 1s released 


later this year. — Jeff Lundrigan Wait ‘til you see what this game does with animated textures... creee-peee! 
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XIll, noticing one of the guard’s cows is out of 
the barn, exploits his advantage... 


> Ubi Soft’s latest, XIII, is proof 


that the video game industry as 
we know it 1s cel-ling out faster than 
Limp Bizkit. XII may be the first, first- 
person shooter to use cel shading, but it’s 
following a clear trend. At least it makes 
some sense here since XI//I is based ona 
Belgian comic book of the same name 
by Jean Van Hamme. You control XIII, 
a shadowy assassin about whom little is 
known, whose mystery is only exceeded 
by his ability to bludgeon enemies with 
any object within reach. 

Thanks to its combination of cel- 
shading and the Unreal IT engine, the 3D 
world of XJ// is brilliantly colored to look 
and feel like the game is leaping out from 
the pages of a graphic novel. To enhance 
the comic book experience even more, 
XIII uses Batman-style sound and visual 
effects — hit an unsuspecting goon with a 
brick, and a visible ““Thwak” will flash. 

The game blends stealth and action, 
so you can take on your enemies like 
Schwartzenegger or tip toe around. And 
much like Dead to Rights and Splinter Cell, 
any hapless agent can be used as a human 


shield as you charge into enemy fire. 


Cel-ling out isn’t so bad after all 


Developer 


Ubi Soft 


Publisher 


Ubi Soft 


Date of Conception 


March 2002 


Due Date 


September 2003 


Platform 


PlayStation 2 


Track Record 


Splinter Cell, Rayman 3, Ghost Recon, Rainbow Six: Raven 
Shield 


Ubi Soft has been belting out the goods as of late, 
especially with Splinter Cell’s runaway success. Could 
XIII follow in its footsteps as being an innovative 
flagship for its genre of first-person shooters? Survey 


SAYS... a resounding maybe. 


In a nice touch, your arsenal includes 
a number of household items just lying 
around like ashtrays, chairs, bottles, and 
whatnot, that can be picked up and hurled 
at all and sundry. But if killing enemies 
with ashtrays isn’t your forte, XIII hasn’t 
forgotten about the more conventional 
weapons, including uzis, crossbows, and 
everybody’s favorite, the bazooka. 

And what would a FPS be without a 
multi-player options? (Well, not as fun, 
but...) The PS$2 and GameCube versions 
offer the standard split-screen format with 
several modes of play, including a new 
feature called “Cover Me”, in which two 
teams, each consisting of a sniper and a 
“runner”, attempt to recover an object 
without getting picked off in the process. 
The Xbox will offer the same features, 
but playable online through Xbox Live. 

XIII was originally scheduled for 
release in late 2002, but Ubi Soft pushed 
it back to tweak it a bit more. Hopefully, 
this is an indication of a commitment to 
quality, and not of a game with serious 
problems. Judging by what we've seen 
however, XIII should be worth looking 


forward to. — Scott Ivey 


XII’'s comic stylings give you the full graphic novel effect — watch as a helpless 
goon writhes in agony when his Men in Black shades are “broken” 


dValLaBLe CXGLUSIVELY 
On DVD From 


fsAoneer 


sound. vision. sou/ 


www.lupinofficial.com 


ALGO AVAILABLE - Capture Ghe MUSIC OF LUPIN! 
LUPIN Original Soundtrack CD! 


OVD Volume 2 and GD On Sale now. 


Original Comic Books created by Monkey Punch. ©Monkey Punch. All Rights Reserved. ©TMS All Rights Reserved. 
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Jak is feeling a little less sprightly than before, but then, being the subject of 


horrifying medical experiements for two years will do that to you 


Developer 


Naughty Dog 


Publisher 


Sony Computer Entertainment America 
Date of Conception 

September 2001 
Due Date 

September 2003 
Platform 


PlayStation 2 


Track Record 


Way of the Warrior, Crash Bandicoot series, Jak and Daxter 


Naughty Dog has become one of the premiere platform 


action game developers in the world, known for quirky, 


inane characters and tight gameplay. A 2001 buyout 
by Sony keeps Rubin and company squarely in the 


PlayStation 2 camp. 


> The original Jak and Daxter was 

Sony's best selling platform game 
ever — which makes it infinitely more 
interesting that Sony 1s allowing developer 
Naughty Dog to deliberately mess with 
success. Unlike its “E for Everyone” 
predecessor, Jak IT will, upon release, be 
the proud owner of a Teen rating. 

“This isn’t Vice City, but we do push 
the boundaries of what you've seen ina 
character action game,” says Jason Rubin, 
co-founder of Naughty Dog. “In the past 
we've made hyper clean Disney-style 
games, but Jak IJ 1s more in the vein of 
Shrek. Daxter says ‘ass’ a few times, he gets 
drunk and stares at a woman’s breasts.” 

After two full years of development, 
this move to a more mature game style 
isn't a knee-jerk reaction to the success 
of Grand Theft Auto and its ilk. Rather, 


it’s a decision to keep the 45 employees at 


Naughty Dog happy and challenged. 

“The gaming environment has 
changed dramatically since Crash Bandicoot 
in 1996,” said Rubin. “The average age 
of a PS2 owner is 26. We don’t want to 
exclude eight-year-olds, but we want to 
make sure that the 35-year-olds don’t feel 
like this is a game for kids.” 

The Teen rating has opened up the 
option of gunplay in a Naughty Dog 
game for the first time since Way of the 
Warrior, offering fast-paced arcade action 
as Jak mows down enemies with bullets, 
laser beams and missiles. The rating also 
enables more leeway with the dialogue 
and story: Jak’s primary goal is revenge. 
This game begins where the first game 
ended, but a time vortex propels Jak and 


Daxter 500 years into the future. Jak is 


See Jak run. Run Jak, run! See Jak shoot guns. Shoot guns Jak, shoot guns! 


arrested, becoming the unwilling subject 
of cruel medical experiments for two years 
until Daxter breaks him out. The Jak that 
emerges 1s a far different character. 

Por ane thing, he ca talk. 

“We got a lot of feedback that they 
wanted Jak CO speak, so we hired Mike 


Erwin (who plays the young Bruce 


Banner in The Hulk) to bring him to life,” 


says Rubin. 

Naughty Dog has assembled an 
All-Star team with this game, bringing 
in Hirokazu Yasuhara from Sega, who 
helped create the last six Sonic games, 
Mark Cerny, who worked on Spyro the 
Dragon and Ratchet and Clank, Dan Arney, 
who worked on Gex at Crystal Dynamics, 
and worked closely with Insomniac 


Games, the neighboring Sony-owned 


Can Jak II hit the 
Shrek-like balance of 
maturity and silliness 
that Naughty Dog is 
aiming for? 


developer that created Ratchet and Clank. 
All the characters have been redrawn 


and given a more menacing feel with a 


strong Japanese animé influence. Gone are 


the bright, cheerful levels and cartoony 
characters of the original — this game’s 
world is in ruins. Creative director 
Dan Arney explains, “It’s not a healthy 
environment. Levels will take you 
through sewers and slums and ghettos.” 


Jak IIT features 70 minutes of in-game 


animated story. Rather than the stationary 


talking heads of the first game, the sequel 
makes an effort to use more Hollywood- 
style animation. There's also greater 
emphasis on character development; some 
allies will turn on you, and no less than 
five major characters will die. 

Te game's 75 levels center on a 
huge city, 24 times larger 
than the biggest level in 
the first game, inhabited 
by tens of thousands of 
unique citizens. You 
can walk anywhere, use 
the hover board (once 
acquired), or jump 
into any vehicle. This 
integration of character 
with items and the 
environment was one of 
the team’s key objectives. 

“In the first game 
you were given rail boots 
and you used them only 
in that level. Jak IT gives 


you items like a gun and 


The plot revolves around the Precursor 
Stone, a powerful energy source that’s 
sought by three rival factions in the game. 

There’s the Underground, which Jak and 
Daxter team up with in an effort to take 
down Baron Praxis, the man responsible 
for imprisoning Jak. The Baron wants the 
Stone to fuel a new weapon. And the game’s 
primary bad guys, an assortment of metal- 
headed warriors called, yes, the Metalheads, 
seek the Stone for its power, since they live 
outside the city and want in. 

As you can guess, each of the three 
factions pretty much hate the other two. 
The Underground want to depose the 
Baron and use the Stone to restore the 
city walls with much-needed eco to keep 
the Metalheads out. The Metalheads want 
the city all for themselves. The Baron? He 
just likes to hurt people. 


a hover board, and once you acquire them 
you can use them at any point. Once 
you get the gun, it stays with you,” said 
Rubin. “We've done all the animations 
for Jak both with and without the gun. 
This made programming more difficult, 
but it creates a seamless interactive 
experience for the player.” 

The past year has seen numerous 
character action games that failed to find 


even the young audience they aimed for. 


Jak IIT will be the first to aim squarely for 


the older gamer, and looks good for the 
franchise, which has been overhauled for 


the enter: — John Gaudiosi 
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The “Sketch Motion” engine definitely gives the game a uniquely lush, 
cartoony look, but how the heck does it work? 


UNLIMITED: SaGa 


Ready to get busy... really, really busy? 


| Developer 
Square 

- Publisher 
Square Enix USA 


_ Date of Conception 


February 2002 


| Due Date 


July 2003 


| Platform 


PlayStation 2 


Track Record 


SaGa (Game Boy), SaGa 2 (Game Boy), SaGa 3 (Game 
Boy), Romancing SaGa (PSOne), SaGa Frontier (PSOne), 
SaGa Frontier 2 (PSOne) 


The SaGa games (released as Final Fantasy Legend in the 


U.S.) have varied in quality, as did the two Frontier titles. 


The buzz on UNLIMITED? The jury’s still out. 


The SaGa series, whatever its 

D> incarnation, has been known for 
two things. First, the games are ferociously 
long and challenging, even by RPG stan- 
dards. Second, you never follow just one 
character but several, and the overall story- 
line unfolds from multiple points of view. 

What immediately gets your attention 
about U:S, however, is the game’s 
unique graphics engine. Dubbed “Sketch 
Motion” by Square, it was developed in 
conjunction with Adobe Systems (the 
Photoshop people), and consists of neither 
2D animation nor 3D cel shading. Rather, 
it seems to be a completely new beast, a 
way of animating 2D graphics so they can 
move and rotate in 3D space. This gives 
the characters a lot of, well, character, 
while also letting them all be viewed from 


different angles in real time. It doesn’t 


The characters, backgrounds, and effects are 
all hand-drawn — a genuine rarity these days 


ane newro morore mana 


look quite like anything else we've seen, 
and may make this well worth checking 
Out just to see how the technique works. 

But folks, it doesn’t stop there. 

US also features some decidedly different 
gameplay mechanics as well. Combat is 
based on the “Reel System”, in which 
various actions are chosen for each party 
member, then the player spins The Reel, a 
kind of virtual slot machine. Unlike a real 
slot machine, with careful timing you can 
stop it at the right moment for the best 
result, and chain this together with the 
result of the next character’s spin. 

If that sounds complicated, so is the 
game’s map system, in which characters 
move around in a boardgame-like fashion. 
There’s an element of randomness with 
every move, so that nothing happens the 
same way twice. And yes, this too has a 
fame: the Pree Scenario sysieri 

With so many characters and options, 
it looks like UNLIMITED: SaGa may 
be one of the few titles we can think of 
whose name turns out to be literally true. 
Honestly, that sounds kinda frightening, 


— Jeff Lundrigan 


but what do we know? 


LOOKING FOR A NEW HERO! 


Comic Mischief JA 


xBox 


Mild Violence 


CREATED BY AND PRODUCED BY PUBLISHED BY 


Rent A Hero No. 1 © SEGA CORPORATION, 1991, 2000, 2003. All Rights Reserved. Created by and produced by SEGA CORPORATION. In cooperation with 
CoolNet Entertainment Co., Ltd. Published by AIA USA, Ltd. Microsoft, Xbox, and the Xbox logos are either registered trademarks or trademarks of Microsoft 
Corporation in the United States and/or other countries and are used under license from Microsoft. All other trademarks are property of their respective owners. 
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Say goodbye to the fields of Europe, and hello 
to the jungles of the Pacific 


Electronic Arts Invades the Pacific 


Developer 


Electronic Arts LA 


Publisher 


Electronic Arts 


Date of Conception 


June 2002 


Due Date 
October 2003 
Platform 


GameCube, PlayStation 2, Xbox 


Track Record 
All the previous Medal of Honor games 
EA’s LA studio (formerly Dreamworks) has helmed 


every MoH title to date. With the advances in graphics 


and technology, as well as help from Hollywood talent, 


Rising Sun looks to further advance the franchise’s ability 


to create engaging gameplay and stories. 


to) 


. We must live right. Medal of Honor: 


Rising Sun is a two-part videogame 
that will debut this Fall, to be concluded a 
year later with the sequel. You heard that 
right — unlike past, stand-alone MoH 
titles, Rising Sun will arc over two games. 
And for the first time, the series is leaving 
Europe for the island-hopping campaign of 
the Pacific Theater. 

The first game spans 10 huge levels 
and features all new terrain and enemies, 
beginning with the attack on Pearl 
Harbor and putting you aboard one of 
the docked U.S. ships as Marine Corporal 
Joseph Griffin. While Japanese Zeros 
pound your ship and fellow soldiers scurry 
for safety, it’s up to you to take out as 
many enemies as possible with the anti- 
aircraft guns and make it out alive. 

With revenge on his mind, Griffin 
leads the assault on Guadalcanal (a 
night mission against well-camouflaged 
Japanese soldiers), and there are also levels 
built around the famed bridge on the 
river Kwai and set in the dark jungles of 
Burma. The first game culminates with a 
rescue mission at a Japanese POW camp 
in the Philippines, where Griffin’s brother 


is being held following the Bataan Death 


March. Along the way, the twisting plot 
involves a secret mission for the OSS in 

which Griffin is assigned to uncover the 
secret doings of Yamashita. 

Everything has been built from the 
ground up for Rising Sun, which means an 
all-new game engine, improved AI and a 
unique array of weapons. “The war in the 
Pacific opened up a lot of cool gameplay 
opportunities,” said Tarnie Williams, 
setuor producer, Electronic Arts, “There 
are weapons like flamethrowers, bazookas, 
flamethrower tanks, that were used only 
in the Pacific. The technology that they 
came up with was really amazing.” 


To bring the sights and sounds of the 


Japanese islands to life, EA sent a group 


from the L.A.-based team on a two-week 
mission to gather geographic data and 
digital pictures of the battlefields, and 
to get a first-hand feel for the terrain by 
exploring the jungles and swamps littered 
with the skeletons of W WII planes, tanks 
and guns. Much of the ambient sound was 
also recorded on location. 

“Authenticity is key for this franchise. 
We create a fiction wrapped around 
historically accurate events, locales, 


and weapons,” explained Williams. 


Rising Sun sports a very different look and gameplay feel from the previous 
Medal of Honor games 


“A second team was deployed to scout 


locations for the next game, thanks to the 
overwhelming amount of material and 
feedback that the first trip generated.” 
But it’s the gameplay that has helped 

EA sell over nine million copies of the 
franchise worldwide, and the PS2 demo 
of Guadalcanal looked promising. The 
environments are much more open in this 
game, which enables you to go off the rails 
from time to time. There are also more 


secondary missions and a greater variety 


of environments to explore — swamps, 
jungles, naval ships, and cities. 

For example, the Guadalcanal level 
begins on a pontoon raft traveling down 
a river at night. Your squad must take out 
the camouflaged enemy soldiers along 
the riverbank using sniper guns as you 
float by. As you progress, there are several 
junctures where you can go ashore, and 
each decision you make has different 
results. If you go ashore to sneak attack 
the Japanese, it may save the life of one 
of your squad members. Stay aboard the 
pontoon, and one of your team 1s shot and 


becomes alligator bait, literally. 


Even at this early stage, the game's 
graphics are an improvement over the 
previous installment, Frontline, serving 
up an excellent backdrop to the intense 
gameplay. Arcade-style gaming 1s still 
key — you won't have to deal with 
real-life situations like jamming rifles or 
malaria — but to make the game more 
realistic, you now call for a medic when 
wounded, rather than collecting medic 
kits randomly in a level. 

“We've increased the replayability 
of this game,” added Williams. “Death 
match and team play will be available on 
all three console games. There’s also the 
option to play through all 10 single-player 
missions 1n two-player cooperative.” 

And the games have, so far, delivered a 
commendably accessible WWII experience 
to a huge audience. Williams said that 
the series will continue as long as gamers 
continue to enjoy it. With millions of men 
involved in the war, Williams expects to 
return to the European Front and explore 
new locales down the road. But for now, 


the War in the Pacific is looming. 


— John Gaudiosi 
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The Medal of Honor franchise has always been 
extremely cinematic — looks like it still is 


it Wit 


When you think of Steven Spielberg, movies 
like ET, Raiders of the Lost Ark and Jaws come 
to mind. But to over nine million gamers 
around the globe, the Academy Award 
winning director may be best known for his 
interactive take on Saving Private Ryan— 
Medal of Honor. 

Upon returning from Europe, where 
he shot the Oscar-winning film with Tom 
Hanks, Matt Damon and Vin Diesel, he 
laid out a WWII videogame idea to his 
DreamWorks Interactive division. An 
avid gamer, Spielberg pitched a first- 
person perspective game that blended real 
characters and events from WWII with 
fictional characters and an original plot. 

By the time Medal of Honor for 
PlayStation was completed, Spielberg had 
sold DreamWorks Interactive to Electronic 
Arts, but he continued to stop by the office 
with his kids and check on the progress of 
subsequent sequels. 
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This time around, it’s strictly up to Yuna and 
her galpals to save the day — if they can stop 
bickering and giggling long enough 


All about the girls 


Developer 
Square 
Publisher 


Square 


Date of Conception 


August 2001 


Due Date 


August 2003 


Platform 


PlayStation 2 


Track Record 


All ten previous Final Fantasy games. 


Listen folks, when it comes to Final Fantasy, Square 
rarely slips, and even then never very far. This will 
likely be a blast. 


> Let’s just take the whole “‘this is 


Square's first true Final Fantasy 
sequel” thing as read, shall we? Let’s also just 
skip the two paragraphs of explaining how 
X-2's storyline picks up after the events of X- 
1 — if you're a Square fan you either know 
that information already or you don’t want 
to be spoiled (and if you're not a Square fan, 
why are you reading this anyway?). 

Safe to say we're all on the same page 
here? Cool. 

What really sets X-2 apart, “sequel” 
thing aside, is that for once, Square is taking a 
bit of a breather from the dark, over arching 
melodrama of the FF series to bring out an 
RPG that’s lighter, sexier, and downright 
funkier than they're usually known for 
— indeed, in what is sure to be a shock to 
FF purists, the opening cinema begins with a 
thumping, disco-flavored blast of J-pop, and 
the rest pretty much follows suit from there. 
And while this may or may not be related to 
all of the above, it’s also worth pointing out 
that this is quite deliberately Square’s most 


female-centric game to date, with its male 


characters relegated to strictly secondary roles. 


In fact, the comparison between X- 
2 and the Drew Barrymore/Cameron 
Diaz/Lucy Liu Charlie’s Angels movies 
has already been made, 
and really, that ain't a 
bad parallel. X-2’s own 
cherubic triumvirate of 


Yuna, Rikku, and Paine 


(“pronounced Pine,” as every Square press 
kit strives to make certain we're aware) 
display nearly the same blend of kick- 

ass combat skills, giddy sense of fun and 
adventure, and unself—conscious, almost 
Innocent sex appeal — the “brooding” 
Paine notwithstanding. And in a way this 
brings it all full circle, since the Charlie’s 
Angels movies were partly influenced by 
anime. If Square can pull this off without 
teetering over and being too juvenile, it 
should be a hoot. 

In other “things we’re looking 
forward to” departments, X-2 is also far 
less linear than previous FF titles. The 
ubiquitous airship is already in Yuna’s 
possession when the game begins, so 
you have full access to the game’s world 
practically from the get-go. The map is 
dotted with “mission areas” that can be 
visited in roughly any order, although 
undoubtedly there are areas you wouldn't 
want to visit until everyone’s powered up 
at least a little. Apparently the order in 
which you tackle the missions does affect 
the overall storyline, changing it slightly, 
although how much and in what ways isn’t 
clear just yet. 

The last time Square attempted a 
similar departure from their own well- 
established conventions, the result was the 
delightful Chrono Trigger. We're keeping our 
fingers crossed that X-2 will be that good. 


— Jeff Lundrigan 


Combat will seem both familiar and strange to fans of FFX. For one thing 


you can switch jobs on the fly... 
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Y’know, it’s kinda tough to look at the all- 
growed-up-and-gone-ninja Link here and then 
turn to the Wind Waker review on page 52 


Thankyouthankyouthankyouthankyou... 


Developer 


Namco 


Publisher 


Namco 


Date of Conception 


June 2002 


Due Date 


August 2003 


Platform 


GameCube, PlayStation 2, Xbox 


Track Record 


Tekken series, Soul Blade, Soul Calibur 


Simply put, Namco makes some of the best fighting 
games around, including the original Soul Calibur for 
Arcade and Dreamcast, which still holds up today. Soul 


Calibur [Tis likely going to be awesome. 


“ In its all-too-short lifespan as a 

| > console, Sega’s Dreamcast had 
more good games available for it than 
many give the system credit for. However, 
one title that is almost universally agreed 
to have been nothing short of brilliant 
was (and 1s) Namco’s 1999 release, Soul 
Calibur. Its combination of uniformly 
excellent graphics, dead on control, and 
fluid gameplay (not to mention its wealth 
of extras) marked it as an instant classic, 


but hopes of a next-generation sequel 


have languished ever since. Well folks, our 


four-year wait 1s nearly at an end. 

Soul Calibur II 1s coming for all three 
consoles, GameCube, PlayStation 2, and 
Xbox, and should be available Stateside 
this Fall (actually, as of this writing it 


had just been released in Japan, and we 


SCIl adds a lot more weapons, but it’s still got 
the same the hard-hitting action 


grabbed copies, so 1f the following sounds 
a bit more like a review than a preview, 
hey, too bad). The three versions are, 
upon inspection, identical in almost every 
respect — the Xbox version looks just the 
tiniest bit cleaner and sharper (especially 
in HDTV mode, natch), but otherwise no 
practical differences exist. 

Well, there is one thing: as you're 
no doubt aware, each version has been 
“localized” to its console by the addition 
of one unique playable character for each. 
So, in addition to the already impressive 
lineup of fighters, you'll also get to choose 
Link in the GameCube version, Heihachi 
in the PS2 version, and (for reasons we’ve 
Just quit worrying about trying to figure 
out) Todd McFarlane’s Spawn on Xbox. 


Most of the remaining 19 available 


Separated at birth? 


Is it just us, or is Sophitia’s 

little sister Cassandra a dead 
ringer for Xena’s sidekick/galpal 
Gabrielle (or maybe just the 
actress who played her, Renee 
O'Connor)? Eh, you decide... 


characters will be familiar to fans as 
graphically overhauled versions of the 
original (whether initially selectable or 
needing to be unlocked), including Kilik, 
Ivy, Taki, Maxi, and the rest. Sophitia 

has been replaced by her “‘younger sister” 
Cassandra, and three completely new 
fighters (Raphael Sorel, Talim, and Hong 
Yun Sung) have been added. There are also, 
of course, a number of hidden and bonus 
characters, both playable and nonplayable, 
that can be unlocked by completing various 
challenges within the game. 

Those challenges were, of course, one 
of the things that made the original stand 
out among other console fighting games 
— to this day, Soul Calibur remains one of 
the few that’s nearly as rewarding to tackle 
as a one-player game as it is between 
two players. In this, Soul Calibur II won't 
disappoint. Much like Mission Mode 


in the original, SCI includes Weapons 


eet O97 eee 
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Master Mode, 
in which 

you choose 

a character, 
then switch to 
a map screen 
and pick where 
that character 
“visits” next. 
Each site on 
the map offers a different challenge, such 
as beating another character using only 
throws, for example, or performing a 
specific sequence of moves. In part, this 
is intended as a tutorial to instruct you in 
some of SCII’s more esoteric, and perhaps 
unappreciated techniques. At the same 
time however, beating these challenges 
unlocks hidden arenas, modes, and 
characters, and also earns your character 
a certain amount of gold that can then be 
spent on acquiring new weapons. 

Soul Calibur IT’s true virtue, 
however, lies in its surprising depth. Its 
simple control scheme and relatively 
straightforward combo system belies 
the complexity and subtlety humming 
under the surface. It 1s admittedly possible 
(especially with certain characters — 
Maxi, we're looking at you here...) to get 
by with frantic enough button mashing. 


With time and practice however, the sheer 


Alexibility of what could be done with the 
original Soul Calibur’s Guard, Counter, and 
Soul Charge moves became apparent, and 
SCIT expands on this and further refines 
what was already a highly mature system. 

And one last thing worth 
mentioning, just because it catches your 
attention. If you remember, in the original 
Soul Calibur every match ended with a 
rather overly melodramatic announcer 
solemnly intoning the outcome. Well, in 
SCI, that same announcer (or at least, 
one that sounds so close it doesn’t matter), 
now announces the name and history of 
each fighter before the match as well. It’s 
good tor a chuckle. 

There are a number of fighting games 
coming out this year, including a couple 
of other heavyweights like Virtua Fighter 4 
and Dead or Alive: Code Cronus. However, 
those other two, while almost certain 
to be excellent, are restricted to single 
platforms (PS2 and Xbox, respectively). 
With its multi-platform release and, 
by what we've been able to see and test 
for ourselves, smashingly successful 
realization across all three, Soul Calibur 
II can claim its title as king of console 


fighters in 2003. — Jeff Lundrigan 


And here, for your Xbox viewing pleasure, is Spawn 
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To the joy and delight of console gam- 
ers everywhere, both Tides of War and 
Operation Resurrection add a bunch of 
stuff not in the PC version 


Because nothing is more satisfying than shooting a Nazi in the face 


[7 7 : : . ) y ; bin 
Tides of War Operation Resurrection be When it hit the PC late last 
year, Return to Castle Wolfenstein 

Developer Developer Z ; 

successfully updated the single oldest 
Nerve Laster Productions ~ vo. - 

first-person shooter series 1n existence for 
Publisher Publisher modern times. Although, to be fair, there 


Activision 


Date of Conception 


November 2001 


Due Date 


Mav 2003 


Platform 


Xbox 


Track Record 


Return to Castle Wolfenstein (PC multiplayer modes) 


Nerve was a newly-formed company when it was 


subcontracted by Grey Matter to handle the multiplayer 


maps for last year’s PC version of Return to Castle 
Wolfenstein. That went pretty well, and the Xbox isn’t 
too different inside from a PC, so hopefully this will go 


well too. 


Activision 


Date of Conception 


November 2001 


Due Date 


M ay 2DOO3 


Platform 


PlayStation 2 


Track Record 


Quake IT (Nintendo 64), Quake ITI Arena (Dreamcast) 


Well, we can definitely say that Raster has experience in 
porting id’s first-person shooters to console, and rather 
successfully at that. They don’t seem to have done much 


in a while though. 


wasnt anything revolutionary about its 
gameplay, it did look great, was solidly 
designed, and was a tremendous amount 
of fun to play. Even so, Activision is 
going extra mile for its console versions, 
expanding on and adding to both the 
single-player and multiplayer game. 

Return 1s coming in two versions: 
Tides of War for Xbox and Operation 
Resurrection for PS2. Of the two, Tides of War 
is easily the more interesting, as Operation 
Resurrection 1s Tides of War without the 
wealth of new multiplayer modes (basically 
anyway — there are some other minor 


differences, but keep reading). 


In both single-player modes, however, the 
bulk of the new levels are intended to flesh 
out the pre-story found in the PC version. 

As B. J. Blazkowitcz, operative and 
all-around lethal killing machine working 
for the Office of Secret Actions, you begin 
the game traveling to Egypt in 1942. There 
you meet with Agent One, and make an 
overflight of a suspected Nazi base. Shot 
down behind the lines, you must avoid 
capture — oh, and Agent One buys it. From 
there things get even more complicated, 
moving from Egypt to Norway, and finally 
ending with Blazkowicz being taken 
prisoner and held in the titular Castle 
Wolfenstein. All this was alluded to in the 
PC version, where the action picked up after 
Blazkowicz’s escape inside the castle and 
subsequent rampage of righteous destruction. 
In the console versions, this occurs roughly a 
third of the way in, and from there, the levels 
and storyline will seem roughly familiar if 
you've played the PC version. 

Over and above this though, both 
console versions up the game's fantasy content 
by adding some new weapons, such as the 
Holy Cross, which kills any supernatural 
creature within its blast radius, and the EMP. 
which has a similar effect on enemies with 
mechanical parts. There's also the X-Shield, 
which can temporarily surround the player 
with a protective, um, shield. 

As mentioned above, Tides of War 
also adds a rather expansive selection of 
muluplayer modes. First up 1s co-operative 
mode for two players — which twists the 
single-player storyline a bit, since the second 
player takes the role of none other than the 
once-was-dead-but-now-lives-on Agent 
One. Working either on a split screen or a 
System link, this enables you and a buddy to 
play through the entire single-player game. 
There has been a hint, but as of press time 
just a hint, that this may be playable over 


Xbox Live when the game finally ships. At 


the moment though, don’t count on It. 


Mmm, toasted ber zombies. Just like Mom 
used to make! 


What most certainly is playable over ~ 
Xbox Live is Tides of War's most exciting BI fi h <. 
option, Allies vs. Axis team play. Teams ast rom t e past $ 
can have up to eight team members per ° 
side, each choosing one of four classes: 
soldier, lieutenant, engineer, and medic. 

All the modes of the PC version are here 

(Objective, Stop Watch, and Checkpoint), 

along with a new one, Elimination. In 

Elimination, you can be killed by a single 

shot, and the first team to have all its 

members eliminated (see?) loses. For Tides 

of War, developer Nerve 1s adding “several” 

_ m2 Redes ” on ~ aa The original Castle Wolfenstein was released 
over and above the ones found on PC. for Apple Il waaay back in 1983, designed 

Further, Tides of War also gets a single by Silas Warner (who continued working 
extra weapon not found in Operation in the industry, off and on, until the mid- 

Resurrection, the shotgun, as well as a to-late-90s when he was developing PS2 

couple of extra enemies, the Occult Priest libraries for Velocity. What he’s done 

and the X-Shepard. The remainder of since then, we have no idea). Loosely 

the differences between the two console based on Berserk, a popular arcade game 

versions come down to differences in at the time, Wolfenstein also used a voice 04 


synthesizer routine Warner had developed 
a year earlier, and anyone who played it 
will remember with a smile those pixelated 
Nazis yelling “Schweinhunt!” 


technology — since the PS2 doesn't have 
as much RAM as the Xbox, each level 
has been broken up into slightly smaller 
-hunks. and a few (very few) objectives 2 
; ; } ‘as Anyone who played it — on Apple 


have been tweaked and minor areas added Il anyway — will also remember broken 


differences in obj ectives and layout also Wolfenstein sessions, since it was possible 


mean a slight difference in the way the two to avoid dying by quickly flipping open the 
versions tally your score. drive before the game could record the fact 
Obviously, the more expansive you were deceased. Ahhh, memories... 
multiplayer optons available in Tides of War 
will make the Xbox version a little tastier 
proposition for the segment of the audience 
that craves such gameplay. However, the 
extra effort that’s being put into both 
versions is almost certainly going to be 
appreciated by the vast, waiting console 
audience, and Activision and its developers 


are to be commended. — Jeff Lundrigan 


Does anyone else feel vague- 
ly disturbed by the designer’s 
apparent willingness to 
exploit Nazi fetishisms? it’s 
both alluring and repulsive 
at the same time... 


Games go 


By Dane Baker 


How the 
mainstream 
will change 
videogames 
forever 


Inside a sharply-angled, ultra-modern skyscraper, 
a group gathers in a conference room. It is warm and humid outside, another predictable 
Japanese summer day. Carefully planted trees dot a landscape of concrete and steel. The 
calendar reads June 24, 1992. The executives, joined by one brash engineer, are frank 
with each other. Very un-Japanese. Anxiety fills the room. 

The project is brought up; a decision must be made. We've been secretly 
developing a new format, says the engineer. Technical specs are batted back and forth. 
Most in the room are in favor of dropping the whole thing altogether. Too risky. Talks 
with an important partner had ground to a halt almost two months before, and now, 
clearly, they can’t be a part of any future plans. The engineer continues unfazed. It is 
within our grasp to build a 3D graphics machine with the power to leave current ones 
in the dust, he says. The discussion becomes heated and comes to a halt as the company 
president speaks. 


“Let's chart our own course.” >>> 
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044 With that, the PlayStation is given the 


green light. 


Nobody realized it then, but 


that management meeting at Sony 


headquarters in Tokyo would prove to 


be the moment that changed videogames 


forever. Ken Kutaragi’s PlayStation 


helped redefine the industry by winning 


over everyday people. Marketing took a 


Many hardcore gamers view 


the movement towards a 


uosdjog 


broader audience as a 


dumbing down effect 


cue from Sega’s 
edgy Genesis 
spots — this was 
not a child’s toy. 
Early PlayStation 
games looked 
and played better 
than anything else 
out there. It was 
cheaper. And best 
of all, it carried 


Sony's rock-solid brand name. By 1996, 
millions upon millions of people were 
popping open those gray, circular lids to 
play their favorite game. College students 
bought them. Mothers bought them. Even 
teenage girls bought them. Kutaragi and 
Sony had provided the spark needed to 
ignite today’s mainstream explosion. The 
growth ceiling shattered, and there was 
— and still is — nowhere to go but up. 
Many hardcore gamers view the 
movement towards a broader audience as 
a dumbing down effect, with fewer hours 
of gameplay and less challenging goals, 
but this phenomenon could end up to be a 


blessing in disguise. 


Everything in It’s Right Place 


Developers are relentlessly striving 
to improve their games, step by 
step, generation by generation. The 
awkwardness and learning curve of 
early efforts on Sega Saturn and Sony 
PlayStation are largely a distant memory. 
Tricky issues associated with 3D gameplay, 
such as camera placement, perspective, 
and depth perception, are being gracefully 
solved as coders and designers keen to 
share new techniques and methods create 
and refine new approaches. 

The resulting significant steps in 
realism are key to mainstream appeal. 
In the past, videogames were rightly 
dismissed as children’s toys because, face 
it, it took a child’s powerful imagination 
and willing suspension of disbelief to 
enjoy yesterday’s pixelated graphics and 
limited gameplay. Most adults (perhaps 
sadly) can’t muster that kind patience. 
With improved realism and more open 
environments, such suspension of disbelief 
is no longer a requirement, paving the 
way for the enjoyment of the masses. 
Technically and artistically, today’s games 
are advancing into uncharted waters. 

“They have become entertainment,” 
says Bethesda Softworks’ Todd Howard, 
producer of Morrowind. “When developing 
a game, it’s important to think in those 
terms. Anyone should be able to put the 


game in, turn it on, and have fun.” 


Howard’s Morrowind tor Xbox is a 
prime example of the latest efforts to 
lure the mainstream into the gaming 
fold. The game presents two options: 

a traditional, pre-defined quest or an 
entirely open, free-range adventure. 
Unlike conventional RPGs in which 
character interaction is fixed, in Morrowind 
characters and events change fluidly 
according to your actions. Steal items 

In one town, for example, and strangers 
in the next become wary of you. While 
RPGs as a whole have yet to catch on 
among non-gamers, Morrowind’s flavor of 
open-ended gameplay marks a popular 
trend that favors the less dedicated and 
more mature gamers. Control over the 
experience often means a better sense of 
personal achievement, which adults crave 
more than younger players. 

The latest consoles are opening up 
new horizons for creativity. Microsoft’s 
inclusion of a hard-drive in its Xbox, for 
example, put Morrowind’s vast and complex 
world within reach. Bethesda’s latest 
version, Morrowind Game of the Year Edition, 
includes the original game plus two new 
expansions. “Morrowind wouldn't have 
been possible on any other console but 
Xbox,” says Howard. “Storage space 1s no 
longer an issue with the Xbox, so you can 
do pretty much anything you want. Other 


platforms are still limited in that regard.” 


Brendan McNamara 
Director, The Getaway (PS2) 


“I’m going to continue down the route of 
offering people a mix of gameplay, intelligent 
story, and cinematics. The things I’m looking 
to do in the next game is to have a compelling 
narrative that doesn’t necessarily straight- 
jacket the player. I’d also like to lower the 
body count by making the characters in the 
game, both good and bad, a lot smarter, which 
would make everything seem more credible 
and hopefully still be fun. Killing 100 people a 
day in The Getaway may have made for good 
gameplay, but it makes it difficult to relate to 
characters or make the scenario credible. My 
next game is for PS3 so I’m really going to push 
the shadows, lighting, and music to create an 
even more immersive environment.” 


Katie Lea 


of games. 


“| think mature games will continue to push 


the realism envelope to the point where 
they’re indistinguishable from the evening 
news. It’s hard to predict the outcome of 
the inevitable progression of technology, 
but the games of the future are going to be 
taken more seriously by the public because 
of their impact.” 


Ray Muzyka and Greg Zeschuk 


Co-Executive Producers 


Star Wars: Knights of the Old Republic (Xbox) 


Lead Designer, Primal (PS2) 


“We are seeing a lot more games with strong adult themes 
these days and | would expect this side of the market to grow 
and expand. | guess this is down to the simple fact that game 
players are growing up, but not growing out of their enjoyment 


“| suppose it’s also inevitable that there will be more games 
like BMX XXX that will begin to appear, but | really hope this 
doesn’t pollute the games market too much. In my opinion, it’s 
a very cheap, unpleasant route for the games industry to take... 
So in the future we should definitely expect to see more games 
that take their lead from film and TV where adult themes are the 
norm but generally dealt with it in an appropriate context and 
porn is kept out of harm’s way, on the top shelf!” 
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Developers fundamental approach 
to creating games remains 
surprisingly unchanged. 


Despite the technological leaps 
forward and a subsequently diverse 
new audience, developers’ fundamental 
approach to creating games remains 
surprisingly unchanged. “A game on 
Xbox should be a flawless execution ofa 
really cool idea that’s been tested enough 
to make sure it’s really fun, “ says Digital 
Eclipse s Chris Charla, “ut | think 
the same was true for a game on Super 
Nintendo or Intellivision.” 

Dylan Cuthbert, president of Kyoto, 


046 Japan-based Q-Games, agrees. “Games 
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Games like Grand Theft Auto and The Getaway are 
hooking older gamers with no-holds-barred, stylized 


gangland violence 


are beginning to look very realistic, but 
the fundamental elements that make a 
game fun to play haven’t changed that 
much. We still create an interactive 
experience that entertains and rewards the 


player based on his input.” 


Happiness is a Warm Gun 


Game creators have also focused on 
pursuing new themes. The latest trend is 
what the British call “adult-lad” games 
— action-oriented romps appealing 
mainly to men, such as Dead to Rights, 
Tom Clancy’s Ghost Recon, and the 
infamous Grand Theft Auto 3. Such games 
zero in on brusque violence common in 
other entertainment media. 


“Mature books and movies do well,” 


Games that really push the The original Halo was hailed by many as one of the 


violence and sex envelope are 
still pretty rare, but there’s no 
shortage of titles that appeal to 
older gamers. Here are some of 
our most anticipated upcoming 
mature games: 


best console shooters ever. Wowing fans again will 

be no small feat, but developer Bungie appears up to 
the task of topping themselves. Halo 2 will have destructible 
levels, improved enemy A.I., low gravity levels, and best of 
all, online multiplayer via Xbox Live. The game’s visual look is 
said to be greatly improved, further pushing the power of the 
Xbox. First-person shooters don’t get any better than this. 


ayo 
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Announced late last year, Peter Molyneux’s Fable will Developer Blizzard’s Luckily the first Vietnam 
Vivendi Universal will transform according to the maiden console project y War game to grace a 
publish this game based on choices you make, including serves up a ground-level @/ console is coming from 
Quentin Tarantino’s fourth movie aging, skin changes (imagine scars romp through the StarCraft war-game-veterans 2015, the 
Kill Bill. \f past movie-based games _ after a battle), and muscle tone. universe via both third-person folks responsible for EA’s Medal of 
are any indication, expect to play Judging by early screenshots, character missions and sprawling, Honor: Allied Assault for PC. All the 
through as lead character, known there’s a very dark and disturbing large-scale battles. Despite major events of the war are here, 
as the Bride (Uma Thurman), ina theme throughout the game Blizzard’s lack of console from the Tet Offensive to regular 
sword-fighting, martial-arts-fest — Final Fantasy it ain’t. This one experience, Ghost already looks “search and destroy” missions. = 
similar to the film. looks very promising, but can gorgeous, with vivid characters 
Fable out-do Morrowind? and effects-laden worlds. © 
hand 


notes Bethesda’s Howard. “So why 
shouldn't mature games?” 

“T think the older players look tor 
some removal from their own reality in 
a game, says Cuthbert. “Even if it’s 4 
‘realistic’ game like Grand Theft Auto or 
Battlefield 1942 


stealing cars or riding around in tanks 


— you yourself don’t go 
blowing the crap out of people.” 

Just how much staying power the 
adult-lads have remains to be seen — 
developers have a tendency to abandon new 
ideas just as quickly as they embrace them. 
“Gritty, realistic games are simply the 
current fad,” says Q-Games’ Cuthbert. 
“People will come back to surrealism 
once it’ § Tun its course, Permanent or 
not, the niche has been a particularly 


effective Sirens’ song, enticing outsiders 


to discover gaming by offering the same 
kind of stylized violence found in movies 
and television. 

Another recent trend 1s the sexually 
explicit game, such as BMX XXX's naked 
extreme sports, or Dead or Alive Xtreme 
Beach Volleyball’s thong-clad “all-girl 
action’. Sexuality has always been a part 
of the male-dominated gaming industry, 
but the latest crop pushes old limits to the 
max. However, judging by the contrast of 
DOAX’s success with BMX XXX’s near- 
universal panning by the gaming press 
and dismal sales, it seems that sex alone 
does not always sell — thankfully, quality 


+7 


and fun still count for something. 


Publishers won’t change 
unless theyre convinced they 
can make money doing so 


Media Friendly Unit Shifter 
Whatever form mature games morph 
into, they are at least winning widespread 
attention for the industry at large. “On one hand, the editors are busier 
Increasingly, that attention is coming than ever,” says Alex Josef of Zeitgeist 
from the ranks of the mainstream press. Communications, a PR firm specializing 
These outlets tend to focus almost entirely in entertainment. “So making your games 
on more mature themes, resulting in a rise above the competition has become 
nusconception of videogames as overly more difficult than ever before. On the 


violent or sexist. Non-gaming magazines other, you have for the first time a really 


that have added videogame coverage unique chance to bring in new blood with 


— everything from Maxim to Wired — are mainstream publications.” 
geared overwhelmingly towards the adult PR agents have also been forced to 
reader. Television media tends to target sharpen their focus. “One big difference 
controversy, avoiding most kiddie games. I notice is that PR people nowadays are 


Outside of the gaming press, you're more actually taking the time to learn about 


048 ' ; - 
likely to read about Devil May Cry 2 than their products. Not all of them are 
Animal Crossing. But coverage is coverage, gamers, but they are at least taking the 
and the swell in potential media outlets has time to learn. I make a point of hiring 
changed how public relations arms function. people at Zeitgeist that are interesting in 
In an industry desperately needing fresh air, women — both as gamers and behind-the-scenes 
developers — fit the bill perfectly. To find out just how to get girls into the mainstream picture, 
- we went searching for answers among industry figures and gamers alike. 
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Melissa Ricci 


Webmistress, gamegoddesses.com 


“Unfortunately, the stereotype that games 
are for guys has not been abandoned. | 
think the industry perpetuates this 
stereotype through video game design 
and related media (magazine reviews/ 
previews, television advertisements). Lang 
uage and imagery used to describe female 
characters is often offensive and reflective 
of male fantasies. It is obvious that the 
scales of preference are heavily weighted 
to one side. In order for more females to 
be attracted to gaming, an equal balance 
needs to be achieved. 

“Girl gamers are not hiding; they have 
been hidden. In order for things to change, 
the industry needs to consider the female 
gamer demographic when producing and 
marketing games.” 


Katie Lea 
Lead Designer, Primal (PS2) 


“| honestly believe that there are plenty 

of games out there already that should 
appeal to women — you can’t tell me that 
games like Jak and Daxter, Zelda, and Mario 
to name a few are exclusively aimed at men 
and would only appeal to a male audience. 
But | do think the idea that videogames 

are [strictly] a male pursuit is just very 
ingrained into our society and it’s that 
attitude we need to change. We really 
need to find a way to encourage women 

of all ages to play games for themselves 
and realize that games can be just as valid a 
form of entertainment as films.” 


Sonia Im 
Asst. PR Manager, Square Enix 


“The reason there aren’t as many female 
gamers is that they simply weren't __ 
introduced to them as children. For 
example, buying dolls and painting the ‘girl’s 
room’ pink, getting boys action figures 
and painting their rooms blue — that’s — 
generally what you see out there, and it’s 
sad. | feel fortunate that my dad started me 
out on the boys’ Power Wheels and that 

| had little brothers as that brought a lot 

of typically ‘boy’ elements like videogames 
and action figures into my life. | don’t think 
the game industry itself has to do anything 
but make good games. Everyone should 

be treated based on their own merits and 
allowed to pursue what they want because 
they want to, not because that’s what they 
think they should do.” 


With each new mainstream hit, publishers are 
willing to take larger risks on mature games 


games, and if they don’t know a lot about 
them now, are willing to learn,” Josef 
says. “PR people have to be able to pitch 
consumer journalists in such a way that 
they feel confident their readers will want 


to read about it.” 


Why it Matters 
When it comes to priorities, gaming 1s 
no different than any other industry, and 
ultimately the almighty dollar is item 
number one. For this reason, 
publishers hold all the keys 
= developers rarely have 
the money to do their own 
thing, relying instead on 
cash from publishers who in 
turn dictate how the game 


is created. Publishers won't 


> ) . a 


It was bound to happen sooner or later. 
Developer Running With Scissors has earned 
an ‘Intense Violence” descriptor — the first 
ever — along with a “Mature” rating from the 
ESRB for its PC game Postal 2, released in mid- 


April. And what constitues “intense”? A small 


sampling, culled straight from the press release: 


“graphically exploding heads, rivers of urine, 


change unless they're convinced they can 
make money doing so, either by tapping 
into new markets (see “Battle of the Sexes’ 
sidebar) or expanding old ones. 

Gritty violence and over-the-top 
sexuality may be fads, but hopefully it’s the 
start of something wonderful: wide-scale 
originality and a willingness to explore 
the same diversity of themes and content 
found in other media. Likewise, as the 
number of players skyrocket, the market 
for niche titles also expands. 
Developers can create off- 
the-wall games and be assured 
they'll sell better than would 
be possible in yesterday’s 
Miarke: — its the citierence 
between owning a tenth of a 


pond and a tenth of a lake. 


vomit, and oceans of blood — not to mention 
the occasional screaming cat being stuffed onto 
the muzzle of a shotgun.” Yummy. And the 

icing on the cake: players get the privilege of 
controlling Gary Coleman, who stars in his first 
gig since he was website spokesman for UGO 
(and slugged a female fan) in 1998. File this one 
under “Morbid Curiosity.” 


This breakthrough for mass-market 
appeal could end up being just the kick in 
the ass this industry needs. The alarm has 
been sounded, and the age-old “more of 
the same” motto treasured by publishers 
is Slowly being replaced by a much more 


empowering one: change or die. 2 
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—— a Se 8: 
The Future Of legal Street Rac 
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Meet the world's most notorious drivers on Choose from the latest performance enhanced vehicles There are no rules - drive anywhere in the city. Find The Midnight Club is now open to motorbikes. 
the streets of LA, Paris, and Tokyo. and compete to make a name for yourself. the fastest route to win. Take advantage of the speed and control 


“(An) insane urban racing experience... it's ultra-illegal stuff that you've dreamed of doing." - psm oecemaer 2002 
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WWW.ROCKSTARGAMES.COM/MIONIGHTCLUB2 


“PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment inc. Online play requires internet connection and Network Adaptor for PlayStation®2 (sold separately). The Online icon is a trademark of Sony Computer Entertainment America Inc. Microsoft, Xbox, and the Xbox logos are either 
registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries and are used under license from Microsoft. Rockstar Games, Rockstar San Diego and the R* logo are registered trademarks of Take-Two Interactive Software, Inc. The ratings icon is a registered trademark of the Interactive Digital 
Software Association. Copyright 2002. Ali rights reserved. 
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DVD AVAILABLE AT THESE AND OTHER FINE RETAILERS 


SUNCOAST (BER? GameStop \fye) amazon.com 


The store for movie lovers. 
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The Legend of Zelda: 


The Wind Waker 


Maybe the graphics whores are onto something. 


Publisher 


Nintendo 


Developer 


Nintendo 


_ Platform 


GameCube 


m, Atits heart, The Legend of Zelda: 
The Wind Waker is very similar to 
all the Zelda games that have come before, 
especially Ocarina of Time for Nintendo 
64. The gameplay is the same mix of light 
action, exploration and puzzle solving. 
Many of the series’ familiar chimes and 
tunes are found in the soundtrack. Even 
the game’s weapons and tools are mostly 
made up of familiar equipment. But while 
pretty much everything has been tweaked 
and improved at least a little bit, it’s the 
incredible graphic overhaul that steals the 
show and brings a sense of awe and wonder 
back to the series. 

Everything in Wind Waker absolutely 
bleeds personality, from the biggest boss 
to the smallest blade of grass. It doesn’t 


matter how many polygons the game 


“All | ask is a tall ship and a star to sail her by.’ Um, would you 
settle for a short ship and a compass? “Yeah OK then...” 


pushes or how detailed the textures are, 
Wind Waker adopts a distinct, stylized, cel- 
shaded look and makes it work perfectly. 
Rolling ocean waves, burning embers 
around flickering torches and the puff of 
black magic left behind by slain enemies 
are all done in simple but effective ways 
unlike anything we've seen before. 
Whether he’s nervously watching a 
bomb seconds from blowing up, or going 
bug-eyed with effort while swinging an 
enemy s sword twice his height, Link is 
the single most expressive character we’ve 
ever controlled in a videogame. The 
end result of the Wind Waker’s stunning 
visuals is that you wind up being drawn 
further into the game and caring more 
about the characters and what happens 


to them. Combat is more entertaining 


as the enemies have almost as many 


distinct emotions as Link, whether they're 
panicked and running to arm themselves 
or callously closing 1n on a weakened hero 
for the kill. 

As great as the graphics are, it 
certainly helps to have a typically brilliant 
Zelda adventure on which to hang them. 
The puzzles are some of the sharpest and 
mast clever to ever erace the series. Ihe 
action sequences are simply fun and the 
game world 1s positively packed with 
things to do, from sidequests to mini- 
games. The story also marks something 
of a departure for the series, as there 
are certain lamiliar elements (Link, for 
example), but they appear in an entirely 
new setting with a new cast of supporting 
characters, including a pair of wind gods, 
a magnanimous dragon and an array of 
people, birds and forest spirits who all 
seem to need some heroic help. One story 
change that has a big impact on the game 
is the flooded world in which the action 
takes place. 

This latest Zelda world is absolutely 
huge — quite possibly the biggest one yet 
— but that means little when you consider 
that almost the whole of that world 1s 
covered in water, and that Link’s entire 
overworld experience 1s pretty much 
sailing from island to island, exploring the 
vast ocean and looking for sunken treasure. 
Thankfully, right about the time sailing 
becomes a hassle and verges on boring, 
Link gains the ability to warp around the 
world to cut down on travel times. 

The Wind Waker is a must play, 
an instant classic that will forever be 
remembered as a critical juncture in 
gaming’s progression from simple 
diversion to appreciated art. Even better, 
it’s just damn fun to play. Take it for a spin 
and remember why you picked up video 
games in the first place. 


— Brendan Sinclair 


If you ever needed proof that Nintendo is 
pushing the “advantages” of connecting the 
Game Boy Advance and GameCube beyond 
all reason, look no further than Wind Waker’s 
“Tingle Tuner”. Granted, the name of the thing 
alone is good for an honest belly laugh, but 
otherwise what the hell good is it? 

Tingle, for those who don't know, is 
a little sprite/elven creature that Link frees 
from a cell early in the game. He gives you the 
(*chuckle*) Tingle Tuner, and after connecting 
your GBA to the GameCube, you can use 
the Tuner in a mapped area to summon 


The more things change, the more things stay the same, but in this case that’s actually a good idea 


All a-tingle 


Tingle, who can scout ahead and give advice 
through the GBA. First, the advice is always 
incredibly, painfully obvious and usually pretty 
annoying. Second, anybody who grabs the 
GBA and taps the A button can force Link to 
look at whatever spot on the map is currently 
highlighted on the GBA — oh, and it also freezes 
Link in his tracks and makes him drop any 
special item he’s carrying. 

The handful of useless items you can only 
find with Tingle’s help simply aren’t worth the 
aggravation. The Tuner’s puzzling inclusion is the 
only major misstep in an otherwise brilliant game. 
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Lots of variety here, in the backgrounds if not 
really in the concept or execution 


Beauty really is only skin deep 


Publisher 
Microsoft 
Developer 


Studio Gigante 


Platform 


Xbox 


Rating kkk 


Legend has it Microsoft pretty 
much gave John Tobias carte 
blanche to design Tao Feng (yes, John 
Tobias of Mortal Kombat). So with all 
those resources and the promise to offer 
a different kind of fighting game, what’s 
the result? A game that’s solid, fun, and... 
Well, pretty much it’s just solid and fun. 
On the up side, the graphics are 
amazing; clearly, a hell of a lot of work 
went into this. Every fighting arena and 
character are awash in detail, and much of 
this detail is actually functional — nearly 
every object in the environment can 
be used to cause pain. Fighting moves 
can be launched by bouncing off walls 
or swinging from pipes and poles, and 
panes of glass seem to exist solely so that 
characters can get their heads shoved 
through them. The characters themselves 
get bruised and cut, and even their clothes 
get torn. Visually, this 1s a jaw dropper. 
True, most of the fighters seem like 
they were spat out of Fighting Game 
Character Generator 2.0 (Big Brute, Sexy 
Chick, Jet Li Ripoff). As if to compensate 
they're given the most convoluted 
backstories imaginable and accessorized 
up the wazoo. If anything, in the end 
they're all actually a bit much. 
But gameplay 1s what 
counts, and for a eamie that 
promised to do something 


different, it sure seems 


mighty familiar. For example, Tobias 
dumped the usual idea of combat taking 
place in rounds. Instead, each character 
has a three-tier health meter, and 

when one of the meters hits zero, the 
game pauses briefly while the character 
staggers and recovers — really, what’s 
the practical difference between this and 
traditional rounds? 

Further, Jao Feng was designed as an 
anti-button masher for the hard-core fan 
(no joystick control, for example). But 
In practice this seems to mean having to 
memorize long chains of control moves 
with often very tricky timing. Tao Feng 
isn't as arbitrary in its combos as, say, Killer 
Instinct was, but you still wind up just 
memorizing a couple of the shorter, easier 
ones and relying on those. 

Lastly, the camera is not without its 
annoying quirks. Get into a tight corner 
and it spins around with dizzying speed. It 
also has a nasty habit of abruptly reversing 
angle, so instead of holding back and 
blocking, you’re now stepping forward. 

Again, Tao Feng is a solid, fun game. 
It does try some new things, and although 
people who are more casual about fighting 
games might want to pass on it, dedicated 
fans will find rewards for their patience. 
As the starting point for a new series, it 
makes us look forward to the next one 
— but mostly because, while good, this 


could be better. — Jeff Lundrigan 


Could we just go on record as saying that “The Fatalist” is one of the best 


game character names we've ever heard? 
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This “Ultimate Ninja Simulator” is arguably not as 
ultimate as it could be, but that don’t mean it ain't 


cool, fun, and a real kick to play. 


Considering that the 


original 


Tenchu was a great game but 


i 


Tenchu 2 was a mild letdown, it’s nice to 


report that Tenchu: Wrath of Heaven is a 


true return to torm. 


The story picks up a year after the 


events of the original Tenchu (Tenchu 


It’s ninja-riffic! 


Publisher 


Activision 


Developer 


K2 


Platform 


PlayStation 2 


Rating 


kKkKkK* 


remember, was a prequel) and, oddly 
enough, it turns out Rikamaru 1s 
not dead, but is in fact still a playable 
character. Azuma ninja Ayame also 
makes a return, along with a new, third 
playable assassin, Tesshu. Each character 
has their own plotline to follow, which 
all intersect each other, 
so in order to get the full 
story you have to play all 
three. Also, the two main 
characters each get two 
endings, depending on one 
major decision you make for each. 

Obviously, this gives Wrath of 
Heaven a fair amount of replay value, as 
dees the tact that each lewel has rire 
ditterent “unlockable” layouts. Throw in 
the multiplayer co-op and versus modes, 
plus a few other unlockable goodies 
(we're all about the “B-Side” alternate 
dialog tracks — hilarious) and you've 
got a game that you'll be playing for a 
good long while. 

Sure, it ain't perfect. The graphics 
are above average but won't exactly make 
your eyes glaze over in pleasure, and as 
usual for a 3D, third-person game, camera 
placement is slightly hit-or-muss and 


sometimes a serious problem. We also 


have to admit that we miss the level editor 


that came with Tenchu 2. 


Other than these annoying 
shortcomings though, Tenchu: Wrath of 


Heaven is one sweet ride. The emphasis 


Enemies range from human, to demonic, to 
undead, to “mechanical” and lots of strange 
combinations of all four. 


Is Once again firmly on stealth, being 
sneaky as hell and always watching for 
the silent kill. hy general the levels are 
nicely designed, capturing the flavor of 


medieval Japan while also giving you a 


wealth of options in how to overcome 
the guards and other obstacles — do you 


go over the roof or sneak in through the 
tunnels? The Stealth Kill animations 

are, for the most part, very cool, and 

if the enemies aren t exactly rocket 
scientists, the Al is still respectably smart, 
especially in combat. 

Activision likes to tout Wrath of 
Heaven as the Ultimate Ninja Simulator. 
Like all PR, that’s a bit hyperbolic, but 
in this case it’s just a bit — this 1s as close 
to such thing as you're likely to see. 


(oreat spurt. — Jeff Lundrigan 
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Although Wolverine has never been too fond 
of sneaking around, he does it a lot here 


Popular as he is, Wolverine must 

have thousands, even millions of 
people out there just itching for a great 
Wolverine game. Tragically, they'll have 
to keep waiting. X2: Wolverine’s Revenge 
has some good ideas, but ultimately 
doesn’t pull them off too well. 

Which is odd, because Wolverine’s 
powers and abilities are easily adaptable 
to a videogame, and indeed, X2 gets this 
part right. His healing factor translates 
into a health bar that slowly replenishes (a 
power which stupidly goes away after the 
first chapter, but whatever). Toggling his 


heightened senses enables you to see body 


Well, somebody sure ought to take revenge for this 


Publisher 


Activision 


Developer 


Genepool Software 


Platform 


Xbox 


Rating k* 


And, even though you’re supposed to see 
mines, sometimes, you just don’t 


heat, scent trails, and even mines vibrating 
under the dirt. There’s a Feral Rage meter 
(guess what that does), and of course he’s 
got claws that you can pop and retract. 
But much of the actual game design 
has little to do with the character. For 
example, there's a strong stealth element 
here for no apparent reason, other than 
it’s trendy. Sure, you can imagine Logan 
waiting (briefly) in ambush, jumping 
someone from a rooftop, but at heart he’s 
a scrapper, fond of the straight-up brawl] 
—= Solid Dials, Ine aise. 
Still, geeky fanboy concerns aside, 
the worst problem here is that most of 
the levels simply aren’t tested or balanced 
well. Again, there are some good ideas, 


but the execution 1s badly flawed. Just 


to pick one obvious example, early on 
during Logan’s escape from the Weapon 
X project, he fights Sabretooth. One way 
you can inflict damage is by punching or 
throwing Sabretooth into the walls or one 
all-too-conveniently-placed fuel tanker. 
Nice idea, but it turns out that the 
only way to defeat him is by throwing 
him at the tanker when his health is near 
zero. Otherwise, you can whale on him 
all day with your claws and he’ll refuse 
to drop, or even sillier, hurl him into the 
tanker 100 times without any real effect 
— it only works as a finishing move. It’s 
cool to set up a boss battle so it can end on 
a dramatic note, but it’s a lot less fun when 
you stubbornly require a player to do so. 
And for all the emphasis on stealth, 
the enemy AI is oddly unpredictable. No 


clue here whether this was intentional or 


just sloppy programming, but whether a 


particular enemy spots you or not seems 
strangely random. If you have to re-play 
a level, the same enemy in the same spot 
theoretically ought to behave in roughly 
the same way, but here here it’s a toss up 
whether they actually do. 

Mostly, X2 just seems horribly 
rushed. With more testing and balance 
it might have been good. As it is, it’s 
playable without being all that enjoyable. 


— Jeff Lundrigan 


At least the characters look 
vaguely like they should, although 
one or two are off the mark 


Superman: 
Countdown 
to Apokolips 


Publisher 


Infogrames 


Platform 


Game Boy Advance 


Thousand 
Land 


Publisher 


From Software 


Platform 


Xbox 


From Software's latest Xbox 
» offering is apparently designed for 
all the gamers out there who would have 
enjoyed Pikmin but thought it just wasnt 
strange enough. Thousand Land 1s equal 
parts Populous, Lemmings, and a virtual 
pet simulator, with a dash of Spy Vs. Spy 
thrown in. 

You begin with a “Geoslate”, a blank 
piece of land on which can be sculpted 
mountains, rivers, and valleys, and at the 
center of each one sits a large tree that 
creates (and when necessary resurrects) 
the APOs, the game’s main unit. APOs 
resemble nothing so much as sentient eggs 
with buttcracks — don’t ask — wearing 


coveralls, who can build structures, engage 


Ah. what fools these mortals be. 
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It’s become practically axiomatic 
within the games industry that any title 
based on the Superman license 1n any 
way, shape, or form is going to suck like 
a singularity. This goes all the way back 
to 1979 with Superman for the Atari 2600 
(which actually had the small advantage of 
letting Superman kiss Lois Lane, albeit in 
a blocky, monochrome, 2600 way). The 
trend reached its nadir with a particularly 
toxic offering from Titus in 1999 for the 
Nintendo 64 that remains among the 
truly legendarily bad games of all time. 
It’s painfully simple, Superman=Bad 
Game. So why in the name of the 
goddess do publishers keep trying? Well, 
that’s easy: whether they suck or blow, 
Superman games still sell OK — never 
great, but OK. Even the pathetic, broken 


Titus version shifted a respectable number 


in combat, and 
most importantly, 
garden. Yes, garden! 
Gardening 1s crucial 
as 1t produces 
everything from 
ammunition to 
a wide variety of 
(ahem) herbaceous 
substances that can 
assist the APOs. 
(Which further 
strengthens the 
Pikmin connection, 
since Miyamoto 
claimed his inspiration tor Pikmin came 
from watching his own garden — 
presumably while smoking something.) 
Anyway, each round of the game 1s 
broken into a building and combat phase. 
During the building phase, players have 
time to train their APOs, erect gardening 
infrastructure, and set up defenses. Training 
is important, as the APOs cannot be 
controlled directly, and aren’t too bright. 
Indeed, they will merrily march into water 


and drown unless taught to swim. Balancing 


of copies over the ‘99 holiday season. 

This time around it’s Infogrames that 
goes gently into that good night, with not 
one, but two games based on Superman: 
The Animated Series. The GameCube 
Shadow of Apokolips is a port of the PS2 
version, released last year to a uniform 
critical drubbing and middling sales. The 
only difference in the GameCube version 
is that the relatively enjoyable cutscenes — 
the only decent thing about this — have 
had their video even further compressed 
to fit on a GameCube disc. Ick. 

The real dog of the bunch though 1s 
the Game Boy Advance’s Countdown to 
Apokolips. Not only 1s 1t poorly designed, 
it’s just plain sloppy, with buggy collision 
detection and murky level goals. 

Oddly enough though, it’s still better 
than Titus’ N64 version... 

— Jeff Lundrigan 


one’s defenses, such as artillery and traps, 


with solid gardening 1s vital to victory. 

The odd thing 1s, it all kind of works. 
This may be one of the more bizarre Xbox 
titles, but with its offbeat sense of humor, 
dozens of fiendish traps, full online play 
over Xbox Live, and the undeniable charm 
of the vaguely Dilbert-lke character 
design, Thousand Land has a lot going for it 
— controlled substances optional. 


—Walt Wyman 
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The Devil Lady I: 
The Awakening 


A diabolical surprise 


Noir — Shades 


of Darkness 
Oh... my... gawd... 


This is the coolest thing I’ve seen 


in years. Really. 

Noir features no giant robots, no 
spaceships, no demons. Creator Ryoe 
Tsukimura and director Kouichi Mashimo 
very deliberately set out to ground Noir 
in human reality (or as real as it can get 
considering it features a schoolgirl regu- 
larly kicking around grown men twice her 
size). The pace is deliberate, the colors are 
muted, the dialog sparse and understated. 
And it works beautifully. 

Granted, while the idea may have 
been to avoid certain animé clichés, it 
fully embraces others. Mireille Bouquet, 
one of the world’s top assassins (blonde, 
beautiful, deadly) gets an email from 
Kirika Yumura, the above-mentioned 
schoolgirl. Kirika suffers complete amne- 
sia. All she knows is that she is “Noir” 
and, to her shock, that she possesses the 


finely honed skills of a trained killer. The 


> Full disclosure: I despise Go 

| Nagai’s DevilMan, one of the most 
juvenile and repetitive things ever put on 
video, and figured Devil Lady was going 
to be even sleazier and more juvenile. Big 
surprise: turns out it’s not bad. 

If you've seen DevilMan, this will 
sound familiar: fashion model Jun Fuduo 
discovers she’s not entirely human. She’s 
a Devilman, a human who changes into 
a lethal demonic beast, and she’s not the 
only one. Unlike most however, Jun 1s 
able to hold on to her humanity, which 
makes her a valuable ally in the fight 
against the more evil Devil Beasts appear- 
ing all over the world. 

Although she’s less an ally than a fool. 
Devil Lady succeeds while DevilMan fell 


only other thing 
Kirika can recall 
is how to contact 
Mireille, who insists 
they've never met. 
The two are clearly 
connected in some 
way neither is aware 
of, and when a gang 
of thugs tries to 
kill them both at 
their first meeting, 
Mireille agrees to 
help Kirika find out 
who she is, in hopes 
of uncovering the 
forces hunting them. 
But as awash in cliché as this setup is, 
Noir makes up for it by being completely 
serious and intensely character driven. 
The developing relationship between 
Mireille and Kirika (which begins with 
Mireille flatly telling Kirika, “I'll have to 
kill you when this is over,” then slowly 
moves toward a tentative trust neither has 
ever experienced before) forms a very 
human, surprisingly touching core around 
which all the action set pieces revolve. A 
lot of work went into getting Mereille’s, 
and especially Kirika’s expressions exactly 


right. You can see them thinking, and 


flat in that it actually features a central 
character you can care about. Jun falls 
under the thumb of Asuka, an operative of 
the Human Alliance, a worldwide con- 
spiracy intent on destroying the Devil 
Beasts. But in sharp contrast to Akira 
Fuduo, DevilMan’s “hero”, a teen boy 
who reveled in the fact he had an alter ego 
that could rip things to shreds, Jun is hor- 
rified to find that somewhere inside her- 
self is a violent, uncontrollable beast. 

This does mean that Devil Lady is 
talkier than DevilMan, with less screen 
time devoted to fighting. But the fight 
scenes, When they do happen, are snappy 
and inventive. The Devil Lady isn’t going 
to set the world on fire, but it’s a cut above 


what you might expect. — Jeff Lundrigan 


mostly these are not warm happy thoughts 


(although for those of you paying atten- 
tion: yes, there is more than a hint of the 
yuri between these two — their only real 
happiness seems to be with each other). 
And talk about style. Noir is set in 
Paris and their adventures take them all 
over the world, opening things up visually 
and avoiding the typical urban Tokyo 
sprawl. The soundtrack, by legendary 
composer Yuki Kajiura, 1s simply amaz- 
ing, a blend of techno beats and operatic 
chorus that manages to be both haunting 
and pulse-pounding at the same time. 
Noir is not your typical animé — it’s 


way, way better. — Jeff Lundrigan 
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Many moons ago, the 
° videogame industry 


flourished under Atari and 


friends. It was the Golden Age 


of Gaming. Hits like Pong, 
Centipede, and Galaga were in 
homes all across the nation. 
But people wanted more. 
They clamored for a console 
that could do everything, 

a console that doubled as a 
personal computer. And when 
the gap was finally bridged, 


the rug fell out from under 


the industry and when the 
dust settled, no survivors were 
to be found. 

But there was one. A 
little plumber by the name 
of Mario single-handedly 
revived videogames and 
put the new Nintendo 
Entertainment System into millions of 
homes across the world. From there, 
classic franchises like Zelda, Metroid, 
Contra, Battletoads, Double Dragon, Final 
Fantasy and thousands more spawned. 
Gaming became more than gaming. It 
became an art form unto itself, 

But some people (Sega) tried to 
rain on Nintendo’s parade by releasing 
the mega-awesome 16-bit Sega Genesis. 
Nintendophiles throughout the world 
feared this new blue hedgehog, Sonic, 
and his hip attitude towards gaming. 

But Nintendo retaliated with the Super 
Nintendo Entertainment System and 

the face of gaming was, once again, 
changed forever. Sega made fun of us in 
their advertisements (similar to Crash 
Bandicoot storming NOA headquarters). 
Sega's games were ten bucks cheaper, but 


we had better graphics. They called us 


The views contained in “Notes from the Ether” 
do not necessarily coincide with those of Polygon. 


wussies for not having blood in Mortal 
Kombat. They had their all-powerful 
Game Gear that mopped the floor up with 
our pathetic little black and white Game 
Boy. The Genesis managed to always come 
comparably close graphics-wise with every 
game, but that officially came to an end 
with the release of a little diddy called 
Donkey Kong Country. It was the first game 
that came out and proved that the Super 
Nintendo had the superior hardware and 
the Genesis would never come close again. 
With the advent of the 3D era, 
Nintendo quickly became king with Super 
Marto 64, GoldenEye 007, and Zelda each 
falling on successive holiday seasons from 
1996 to 1998. But other than that, there 
were slim pickings across the board for 
Nintendophiles. Sega quickly fell out of the 
game only to let another company, Sony, 
rise up. Originally, smug Nintendophiles 
everywhere thought, “Sheesh. They make 
toasters and microwaves. They don’t know 
how to make games.” Now whether or 
not Sony actually makes toasters and 
microwaves, I don’t really know, but they 
sure know how to make videogames, 
because they speedily made waste of 
Nintendo during the first 3D war. 
And now, almost 20 years since the 
crash of the videogame industry, here 
we are. Many players have come and 
gone. We are living 1n a world where 
Nintendo is the only hardware publisher 
solely dedicated to the production of 
videogames. We may be a smaller breed 
than when we started, but we are the only 
ones with 18 years of videogaming history 
behind our backs. We are the hardcore 
gamers. We are a force to be reckoned 
with. We are the Nintendophiles. 
— Ethan Pearson, Director 
Nintendophiles 
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Important Times 


for the XBox 


Featuring great new graphics, new gameplay, and 
3 console-designed mission mode, gamers should 
Be jumping for joy at the mew Sins 


with the Xbox selling over 


the Nintendo’s Gamecube at 


Segs adds more depth, realism, and power into 
Worid Series Baseball 2K3 that the competition 
just cant quite keep up to 


a ratio of almost 3:1. Couple 
those figures with the news 
that Microsoft's online 


service, Xbox Live, had 


by an overwhelming margin, 
and the pastures looked as 
green as the Xbox jewel. 
However, we all know 
that in the video game 
industry, you are only as good as your 
last game, and unfortunately, the Xbox 
hasn't had the steady influx of blockbuster 
titles that were originally scheduled for 
Q1 2003. Delays to highly anticipated 
titles like Brute Force and lack of new 
downloadable content via Live have 
irked the hardcore Xbox community but 
have also built hopes that the additional 
time will ensure truly innovative and 
entertaining gaming experiences. 
Obviously, Q1 wasn’t a complete 
loss with the release of some big name 
titles like Panzer Dragoon Orta and Dead 
or Alive Xtreme Beach Volleyball, and the 
downloadable floodgates appeared to open 
in February with new mechs and maps for 
MechAssault followed soon after in March 
with a new level for Splinter Cell. Finally, 


the second generation titles are beginning 


outsold the PS2 online adapter 


to take more advantage of the Xbox 
hardware after learning the ins and outs 
from the initial efforts of launch titles. 
Now the Xbox has come to a 
crossroads, and there are some important 
decisions to be made before Microsoft can 
walk on toward the next generation of its 
Xbox franchise. It appears more and more 
Asian companies are appreciating the ease 
of developing tor the Xbox architecture, 
which 1s fantastic news from a place 
consistently dominated by Sony and 
Nintendo. After all, allowing developers 
to bring their visions to hardcore gamers 
was the goal of the Xbox project. 
While support for the Xbox climbs 
with some companies, other big players 
still sit on the fence. There 1s no doubting 
the effect that companies like Electronic 
Arts and Capcom have on the industry. 
The upcoming decision on whether EA 
will finally support the Live network will 
surely have an overwhelming impact on 
the success of the Xbox, and don't let 
anyone tell you different. Sure, Live can 
go on without the support of an EA, but 
just imagine the possibilities if they did. 
Thinking about EA Sports and Medal 
of Honor Online would make even the 
current EA haters stand up and applaud. 
Interesting times are upon us. No 
doubt many secret projects and alliances 
will be unveiled at E3 that will shape 
the Xbox’s future. Q3 and Q4 will also 
be looked on with much anticipation 
with close to 100 titles set to be released 
including Ninja Gaiden and the Rare 
developed titles. The rest of this year will 
be one hell of a ride, and I’ve already 
bought my ticket. 
— Rob Semsey, Director of Industry Relations 
TeamXbox 
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Thursday, April 10, 2003 


(8 Xbox European Price Cut Is Official 
Yo follow up on the rumor we posted yesterday; Yes the 
Xbox price has been reduced 


ue eS; | = 


cM Breaking: Nintendo Cuts Royalty Rates 
In an effort to "Woo" more thied part support, Nitendo is 
CURLING its royalty rates, 


Ma set 


CM Nintendo Sponsors MTY Campus Invasion 
Nintendo was announced as one of the big sponsors for 
MTV's Campus Invasion 


(70 Forum Focus: April 10 
Slow news days don't mean slow forums days See what's 
going on in Ue boards. 


= Mother Kills Computer Game-Playing Adult. 
n 

Next ume a family member needs the PC, you better 
cooperate or ese 

Od New Yager Video| 


The official site was recently updated wath a new video 
added to its download section 


State of 


Online Gaming 


review rayman 3 


Perr es 


] 
pokemon ruby / sapphire! 
Pm ptules reviews 
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New Midway Blitz and Hitz 
Ontine Ordy for PS2 
Midway Sports Debuts 
Retnwented Football 

Bh 


tral Pane 
for the Piay Station 


The Art institute of California 
Now ing Appticatons 


Now F Zero information 


Online console 

4 gaming 1s finally 
taking off. While baby steps 
were taken with the 16-bit 
consoles and Dreamcast, 
things have really started 
moving in recent months, 
thanks to big pushes from 
Microsoft and Sony. While 
their two consoles are 
following very different 
strategies at the moment, 
both offer pretty much the 
same service. You pay $50 
for Xbox Live and $40 for 
the PS2 Network Adapter, 
both work seamlessly with 
the games. While the 
uniformity of Xbox Live 
certainly 1s appealing, so 
far, even without a uniform 


network, PS2 online games 


seem to be holding their own just fine. 


Thé box has had a nice crop 


of online titles, but these have been 


relegated primarily to genres that 


everyone has expected (sports, first- 


person-shooters, and so on). The PS2 had 


its share of these at the onset, but seems 


to be pushing the limits of online gaming 
harder and faster. The firss MMORPG 

in the US, EverQuest Online Adventures, 
hit the PS2 with support for both 


narrowband and broadband connections. 


And while Xbox has received the first 


online fighting game (Capcom vs. SNK 


2 EO), the PS2 recently received Auto 


Modellista, the first online console racing 


same in the U.S. 


Granted, the playing field is bound 
to level out soon, with True Fantasy 
Live Online and Project Gotham Racing 
2 for the Xbox; it seems that for the 
moment, PS2 gamers are getting more 
bang for their buck after the initial costs. 
Some companies have shown wariness 
in enlisting with the Xbox Live camp 
(namely Electronic Arts), since Microsoft 
manages its online gaming servers for all 
Live games, and other control-related 
issues. Sony has also been speaking about 
possibly working out a more integrated 
online structure, though as of this 
writing, nothing has been announced that 
would give us an idea if it would be like 
Microsoft’s approach or something new. 

If you are wondering about the lack 
of Nintendo discussion, that is simply 
because there is nothing to discuss. 
Outside of Phantasy Star Online, there 
is virtually no use for the narrow/ 
broadband adapters, and Nintendo will 
not be unveiling any new online plans at 
E3. Nintendo continues to feel that this is 
risky business, and is likely not to test the 
waters further any time soon. 

The future appears bright for online 
gaming, but is by no means certain. With 
plans already underway for successors 
to our current generation of consoles, 
there should be little doubt that online 
gaming in the 128-bit era 1s experimental 
in many respects. We can only hope that 
developers will continue to open new 
doors and try new things so that when 
the next batch of consoles come down 
the line, online gaming options will have 
the support that it desperately needs to be 
financially successful. 

— Grant Holzhauer, Staff Writer 
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FUTURE CENTURY 60 - It is time for the “Gundam Fight” 
tournament! Each country sends a Gundam to Earth for this 


prestigious tournament in the hopes of winning power and 


glory for their homeland. The fight to the top begins now! 


AVAILABLE AT THESE AND OTHER FINE STORES ——————— 


amazon.com Si\CO1S! GameStop fye 


AVAILABLE : — 
EXcLUuSIVELY ON , www .gundameofficial.com BANDAI 
ee entertainment 
a 41 id O5 zs 2002 Mobile Fighter G Gundam © Sotsu Agency * Sunrise: English Adaptation Produced Under License by Bandai Entertainment 
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This isn’t the end, it’s just the beginning. 
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PlayStationse? Wes 


THERE'S TIO PLACE LiKE HELL. 


SUMMON YOUR IIERVE. CONTROL THE FATE OF ALISSA, AT] ORDIMARY GIRL AS SHE FIGHTS THE FORGES OF EVIL AMD UIILOCKS 
THE MYSTERY OF HER_ANCESTRY iff THIS CHILLING ExCURSiON into TERROR! YOU’VE HEVER PLAYED AITYTHING LIKE THIS BEFORE! 
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